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OPEHINO 
LIN 

With the advent of warmer weather 
(and i hope it's not a pseudo-spring) our 
thoughts turn to warm-weather ac¬ 
tivities. Many people view spring as a 
new beginning — a time of change. 

The gaming industry also seems to 
be in a state of change. Several of the 
gaming magazines have either ceased 
publication or have changed ownership. 
At the same time, at least two new ma¬ 
jor magazines have suddenly "sprung 
up." We are certain to see a plethora of 
new game companies appearing at the 
summer conventions. Some of these 
new publishers will survive, but most will 
not. 

This summer will mark the sixth an¬ 
niversary of Task Force Games. We first 
appeared at Origins '79 in Chester, PA 
with four "pocket games" and high 
hopes. We now have more than eighty 
products in our line, with roughly a dozen 
new products slated for spring and sum¬ 
mer release. 

The point is that we must be doing 
something right. Of course, we have 
you, the loyal readers and gamers, to 
thank. We want to strive to make Nexus 
and Task Force Games even better. Our 
goal is to reach a point where people will 
know without a doubt that when they 
buy a Task Force product, it will be a 
top-quality product. 

We welcome your ideas and sug¬ 
gestions as to how to make our products 
the best. We want to give you the games 
you want. 

☆ ☆ ☆ ☆ ☆ 
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I am happy to report that Mus¬ 
keteers almost made it. Within two to 
three weeks after you receive your 
magazine, Musketeers should begin ar¬ 
riving at your local hobby shops. 

We have included three scenarios 
for Musketeers in this issue. We have 
also included enough rules so that one 
of the scenarios may be played without 
the boxed game. It will give you just a 
small sampling of what the game is like. 

If you like scenarios, this issue is for 
you. In addition to the three Musketeers 
scenarios (pun intended) we have Star- 
fire, star Fleet Ba ttles. History Of The 
second World War and Battlewagon 
scenarios. 

In this issue you will also find the 
usual potpourri of Star Fleet and Star- 
fire material. In addition, you will find 
variants for the People's War Games line 
for which we now have the exclusive 
distribution. 

I think you will really enjoy this 
issue. ★ 
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THE NEXT FRONTIER 


WHAT EVER HAPPENED TO....? 

One of the most common questions we receive is "Whatever hap¬ 
pened to [some potential project mentioned somewhere]? Why isn't it 
out yet?" 

The answer: We can only design and publish so many products, and 
we did something else (which more people wanted) instead. The status 
of previously mentioned projects is as follows: 

PRODUCT SURVEY FROM NEXUS #1 

A. Revised Rulebook: Published in several pieces. 

B + C. Computer programs: Awaiting decision on whether or not 
development and publication is financially justified. See the 'Why" col¬ 
umn in this issue. 

D. Sector Modules: An idea we are still interested in, but this is a 
major project and cannot be started until 1988. 

E. Federation And Empire: Still on schedule for 1985. 

F. Star Fleet Marines: Probably will become Supplement #4, com¬ 
bining rules sections D15 and D16 with some new materia 

G. Star Fleet Role Playing: Last place on the survey: dropped for ack 
of interest. SFB gamers tend to be take-charge-and-fight types, rather 
than those who want to be entertained by a gamemaste'. 

H. Pirates of Orion: Possibly a mini-module ‘n Nexus #14. 

I. Star Fleet Science Officer: Dropped when RPG as dropp-ec 

J. Sub-Light Battles: Probably a supplement in 1987 

K. Star Fleet Technical Manual: Now in early design stages for possi¬ 
ble publication next year. 

L. Federation Space Expansions: Dropped whe- FS was permanent. 
withdrawn from publication. 

PROJECT FILES MENTIONED IN NEXUS #8 

1. Book of 1,000 refits: Holding file for use t. va r c js places. 

2. PF Supplement: Probably will become Supplement ^3 

3. Three-dimensional SFB: Insufficient interest for am de. eiopmen: 
time to be invested. Will probably never be pubi snec 

4. Boarding Parties (a.k.a. Star Fleet Marines See F acc.e, 

5. Extra Counters: Published as REINFORCEMENTS. 

6. Sub-Light Battles: See J above. 

7. Civilian ships: Holding file only. Will not be separate product- s~ cs 
may be published in various places as space perm ts 

8. Exploration holding file: Exploration ships tc oe - .3. 

9. Four New One-Hex Races: No material is being accepted at this 
time. Special terms and conditions will be published ~ a *_:_r NE> JS. 
But as it won't appear before 1986, there is no hurry :c ~ up the file. 
We suggest that you continue refining your race and wait for our formal 
Request For Proposals. 

Of the 19 items listed here (discounting the two ms: s'* cm bcm 
lists), two were published, five are on the schedule four ='= ~<: 
are holding files only, and four have been (effecti»e . crntte: 
be noted, however, that Supplement #1, four SSD books, and three Cap¬ 
tain's Logs (8 products) were published in addition to me proposa s above, 
and that project A actually involved four products I V 1. . 2, S2 ar : w * 
so the correct totals should show 13 completed products. 

Not every proposal can, will, or should reach print. sh ~g a s: 
of ideas is not a commitment to publish them, but a request *ck ,cur com¬ 
ments on which ones should be published first o r at s 

FICTION AUTHORS TAKE NOTE 

Our current policy (which won't change, s to publish on , game- 
oriented fiction. The only non-game fiction we have pub shec Be - no 
the Glory of the Heroes) was published at a time wher we did not have 
any other fiction available. We now have a considerable file of scenario- 
focused fiction and no plans to use any other type. You can provide a 
scenario to support your story (or we can write it for you , but such a 
scenario must be possible within the game and must be me focal point 
of the story. It should not introduce new rules to the game system. Ship 
modifications should be kept to a minimum and used only to support the 
plot; it would be better to avoid them entirely. Stories about computer- 
controlled ships are automatically rejected; stories about ground com¬ 
bat or boarding parties won't be published before Star Fleet Marines (July 
86) although we will need to select some before then. 

The purpose of Nexus is to support, promote, and improve the play¬ 
ing of Task Force games and products. While fiction should be entertain¬ 
ing, it should also support the playing of SFB. All fiction published must 
fill the dual role of providing playable situations and entertaining the 
players. For this reason, fiction which cannot be played in game terms 
will not be published and should not be submitted. 
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ANNOUNCEMENTS 

Ken Kaufman, commander of the Romulans on the Joint Chiefs, has 
been transferred to Germany by his company. He resigned his position 
in favor of Jeff Smith to insure that the Romulans would be well looked 
after in his absence. 

Klingon Tactical Command, Box 1 8326, Oklahoma City, OK 731 54 
sells various items of interest, including unpublished SSD sheets, double¬ 
blind scenarios, the Play-by-Mail system, and Starlist. Send a stamped 
self-addressed envelope for their catalog. 

CONVENTION SCHEDULE 

Nexus will list conventions which include tournaments of games 
published by Task Force. Send notice of your convention to Amarillo 
Design Bureau as early as possible; update it if necessary. (Conventions 
are also posted on the SFB Computer Bulletin Board.) After the conven¬ 
tion Is over, write back and tell us who won the tournaments. 

ADB does not sponsor tournaments or provide prizes. Task Force 
does {for qualified conventions); contact TFG for details. 

The cor . entions below will provide additional information if you will 
send a stamped reply envelope. 

* Februar, 8-10, War Con 11, Memorial Student Center Texas A&M. 
SFB toL'-a^ent. Received too late.) 

March 29-31 Contest, Hilton Inn of Tulsa. All gaming conven¬ 
tion, many tournaments including Star Fleet Battles. Admission $8. TSS, 
Box 4726, Tu sa, OK 741 59. 

★ March 29-31, Phoenix Con 0.5, Atlanta American Hotel. SFB Tour- 

~a^e - o. -^a~'mond. Admission $15. Info: Mark Stevens, 

752-1 2 - zaz NE Atlanta, GA 30306, 404-875-7326. Hotel 

reservations 1-800-621-7885; in Georgia call 1-404-688-8600. 

♦ Varcr 3 1-2* Por: Cc^ . Box 730, US Military Academy, West 
Point. NY 10997. 

★ Spring?, CAPCON, SFB tournament. Write: Drowsy Dragon, 34 
Vac ewooc Ave Cc^~~dus OH 43213. 

* - - * 25 2 5 ;=•: = 2~a Game Convention, various tour¬ 

naments inducing 64-p ta y c r SFB w/ Origins rules. Details from: Wizard's 
Comer, 801C Broa dway North, Saskatoon, Sask, Canada S7N 1B5 

306-934-4777 

★ May 11. Madness-85, Middletown High School, NY. SFB tour¬ 
naments C32-piayor single efimination; 12-player demo derby); comics, 
gamesw movies. Admission $2 in advance; $3 at the door. Info write: 
Madness-85, 34 South St Middletown, NY 10940. 

♦ ' 5-16 V chicon Gamefest, Southfield, Michigan. Major con- 

e _. --- v z~ con Gamefest, Box 656, Wyandotte, Ml 48192. 

*** --“'r 27-30. Origins-85 National Gaming Convention. Baltimore, 
'2 S"B 2z z -a:' r tournament, SFB seminar, hundreds of other 

ev eras. "fc Og~s 85, Box 139, Middletown, NJ 07748 or call 
301-298-3135. 

- - 5-" SE.AGA-85 Atlanta Gaming Festival, Airport Ramada Inn, 

N-z-n Zerz 'ai Ave, Hapeville, Atlanta, Georgia. Gaming, movies, door 
prizes -z~ ss c~ $12 before 15 June; no mail orders after that date; 
= ‘53: the door. Write to: SEAGA, Box 930031, Norcross, GA, 30093. 
= zz~s a: me hotel are $36/night plus $8 per extra person. Call 
'-80C-554-8412 to reserve rooms; in Georgia call 1-800-554-5696.) 

♦ July 20-21, Thundercon-I, Ontario. SFB Miniatures tournament. 
_eza s from: Gamer's Attic, 111 Red River Road, Thunder Bay, Ontario, 
Canada P7B 1J9 (807-345-2411). 

* August 3-4, Ozarkon-I, Joplin, Mo. SFB Tournament. Info: Things 
Ur -ited, Box 2151, Joplin, MO 64803. 

★ August, Game-Con I, South Carolina. Details from: Box 5131, 
Spartanburg, SC 29304. 

★ 30 Aug-2 Sept, Lone Star Con (1985 North American Science 
Fiction Convention). Admission $55 until 1 Aug; $70 at the door. Post 
Office Box 9612, Austin, TX 78766 (512-458-2033). 

★ October 4-6, Crusader Con V, MSU Campus, Denver, CO. Star 
Fleet Battles tournament using Origins format; also Starfire tournament, 
info write: Steve Stein, Auraria Gamers, Box 1 3395, Denver, CO 80201. 

STAR FLEET UNIVERSE 

The Star Fleet Universe section of each issue of Nexus is prepared 
by ADB under an exclusive contract with Task Force Games and is 
Copyright © 1985 Amarillo Design Bureau. Included within this copyright 
are all articles on pages 2-17 of this issue inclusive. 

Star Fleet Battles and Star Fleet Universe are trademarks held joint¬ 
ly by Task Force Games and Amarillo Design Bureau. The small ® and 
™ marks are omitted for convenience. 

All correspondence relating to SFB, including material for Nexus, 
should be send to ADB, P. 0. Box 8759, Amarillo, TX 79114. 


COPYRIGHT © 1985 AMARILLO DESIGN BUREAU 









FIRST COMMAND 

by David A. Sicko 

"Well, Commander Scofield, you're finally moving up in the world," 
commented the tall, young Andorian to his human colleague. There was 
a touch of sarcasm in his voice. "First Officer on the Hannibal', then ac¬ 
ting commander of the Auxiliary Carrier Raven, and now this bucket of 
rust. I'm glad to see you've finally got a real warship." 

"Listen, Antilli, I'll take whatever Star Fleet gives me," the stocky 
Federation officer responded. The two officers were seated in the lounge. 
"At least she's a cruiser, and at least I'm formally listed as captain." 

"NCC-936, the USS Connecticut, is a reserve cruiser," Antilli cor¬ 
rected. "If not for the war, she would have been cut up for scrap a decade 
ago. She hasn't been active in 1 7 years and wasn't fit for service when 
they laid her up." 

"You forget that she was used for weapons testing only eight years 
ago," Scofield reminded through clenched teeth. 

"And you forget that she was never out of sight of Starbase Five 
during those tests, and that she broke down twice at warp two, and the 
time the life support system failed completely and the crew had to be 
ferried to the base in shuttles, and ..." 

"Enough!" Scofield slammed his fist on the table. "She's had a partial 
refit here, and I'm going to oversee a full refit personally. Connecticut 
will be a decent ship after the refit, and I'm her captain." 

"Remember, my friend, that you may be the captain of the Connec¬ 
ticut, but you are still a Lieutenant Commander who hasn't had time to 
quit calling himself 'Lieutenant Scofield,' which is what you were until 
three weeks ago." Antilli reminded him. 

"Is something bothering you, Antilli?" Scofield asked with an edge 
in his voice. "Do you think you should have been the first officer from 
our graduating class to get a cruiser command? The first officer from the 
first class that graduated after the Klingons forced us into what should 
have remained a Lyran-Kzinti war?" 

"No, my friend. You were the one who graduated at the top of the 
class; I was in the bottom five percent. I probably wouldn't have gotten 
a commission at all if the Klingons hadn't attacked." 

Antilli took a deep breath. "I'm just afraid for you." 

"Afraid for me?" 

"This whole thing smells. You are two grades below what it should 
take to command that ship, and there are senior officers here who could 


have had her. None of them would take her, or were allowed to, you figure 
out which." 

"So why do you think they gave Connecticut to me?" Scofield 
demanded. 

"I don't know. Perhaps to inspire the cadets back at the Academy. 
Perhaps to use you and that ship for bait. Perhaps you will get her 
overhauled and find yourself as first officer to a full commander with some 
line experience." Antilli shrugged. "I don't know, but I don't like it." 

"Is that why you pulled strings to make sure when my request came 
through you weren't available?" Scofield asked, staring his friend straight 
in the eye. 

Antilli looked away, embarrassed. Finally he finished his coffee, stood 
up, and started to walk away. Then he stopped and half turned around. 
"Anyway, congratulations on your first command." 

★ ★ ★ 

Commander Karg hummed softly to himself. His frigate squadron was 
far behind Federation lines, but there were no real Federation warships 
in the area, and his raid was progressing smoothly. 

As part of a major operation, Admiral Krull's fleet had broken through 
the front lines three days ago. Immediately thereafter, the Admiral had 
broken his fleet into four separate squadrons and sent each on a different 
route. Normally each squadron would have included ships of several 
classes, but this time Krull had divided his forces differently. Taking the 
mauler and drone cruiser with his dreadnought, he had gone looking for 
a Federation carrier group reportedly supporting this sector. Commodore 
Krain in the D7C Dires/ayer had led two D7s on a convoy raid; Senior 
Captain Kleig was leading three D5s on another. 

That left Karg, his F5L Storm Leader, and two frigates, Storm Thrower 
and Storm Demon, to conduct the deepest raid. He had never been 
satisfied with the Admiral's plan, although he could see the logic of it. 
Putting ships of the same class together made for easier coordination 
and navigation. It was easier to keep the ships in formation if they were 
all the same type. The division of ships also made the best use of the 
available commanders since Karg, a frigate squadron leader, could not 
command larger ships from his F5L (both for political and technical 
reasons) and would otherwise end up as the lone frigate in a squadron 
commanded by a less capable officer in a larger ship. 

Frigate squadrons were primarily administrative, rather than tactical, 
formations, the frigates being parceled out to the fleet's cruiser squadrons 
for combat duty. Frigate squadron commanders were supposedly pick- 

continued on next page 
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First Command continued 

ed from the best frigate captains, but Karg knew well enough that in reality 
officers in his position were papershufflers who could take care of the 
thousand and one things that three frigates would need without bother¬ 
ing the senior officers in their heavier D-class hulls. The really good frigate 
captains became first officers on D7s or captains on D5s. 

The squadron leader's flagship was another irony. An F5L was sup¬ 
posed to be a heavy ship designed to lead and support standard frigates; 
instead it was just a bigger target that still lacked the firepower to tackle 
a cruiser. 

But Krull's plan offered a ray of hope for Karg. It was his first chance 
to be fully in command — and an independent command at that — of 
a daring mission. This would be his chance to show that he was not just 
a senior papershuffler but also a fine tactician. That was the prize held 
out by Krull. The admiral had to offer Karg something because his plan, 
in addition to everything else, put the most expendable ships farthest 
from the border and closest to any possible Federation response coming 
out of Starbase 5. 

★ ★ ★ 

It was 1420 hours, and Scofield was getting stiff from waiting. His 
ship was ready to go, but the Commodore had yet to give him his orders. 

Scofield was, however, glad that he wasn't in the Commodore's 
shoes. Starbase 5 was at the nexus of a series of Klingon raids, and no 
one could be sure where they would strike next. Dozens of planets in 
the border areas were threatening to secede from the Federation and 
declare neutrality in the hope that the Klingon raiders would leave them 
alone. Why pay taxes to the Federation if Star Fleet could not keep Klingon 
ships out of their systems? 

Scofield heaved a sigh of relief as the Commodore's secretary mo¬ 
tioned him into the office. 

"Lieutenant Commander Jack Scofield, reporting as ordered, Sir." 

"Stand easy. Commander," the Commodore mumbled through his 
cigar as he finished stuffing an undisciplined mass of paper into a folder. 
"Don't sit down; you won't be here that long." 

Scofield straightened up sharply, insulted by the Commodore but fear¬ 
ful he could jeopardize his status as a ship commander. 

"All right, Scofield," the Commodore said while thrusting the folder 
in his direction. "Here are your orders. Take the Connecticut to the civilian 
shipyard at Novorosibirsk II, for a refit and overhaul. You'll find a list of 
the inspections and preliminary work you are to conduct en route." 

"I take it I am to stay and supervise the overhaul, sir?" Scofield 
inquired. 

"You are to stay and do whatever the yard superintendent tells you 
to do. Lieutenant," the Commodore snapped, then added, after a carefully 
time pause, "Commander." 

"Sir?" 

"Look son, that shipyard has overhauled four of these old cruisers 
before yours; they know what to do. If you know your stuff, Rikzer — 
that's the superintendent — will tell you what he's doing and let you help. 
If you get in his way, he'll send you down to the planet for spare parts 
and shut down the transporters until he's ready for you to come back 
up." The cigar moved up and down as the Commodore chewed on it. 
"Do I make myself clear, Commander?" 

"Yes, Sir!" 

"Good." The Commodore sat back and puffed on the cigar. 

"I don't know how much you know about the Connecticut, Scofield, 
but she's near the bottom of the barrel, or rather, she is the bottom. When 
we used her for weapons testing, the whiz kids put in two experimental 
gatling phasers. The things never did work right; they finally abandoned 
the idea and started trying to copy the Hydran weapon. Don't count on 
them in combat. You've got drone launchers, and I've arranged for one 
load of the new warp-2.7 drones. There are a lot of old slow drones that 
Rikzer will take and salvage parts from. 

"One last thing. A Klingon fleet broke through the frontier three days 
back. I doubt if any of them will come this far looking for trouble, but 
you never know. If you find any Klingons, don't go heroic on me. Keep 
that ship intact until you get her overhauled. Don't run; the Klingons will 
smell blood and hunt you down. Instead, show a good front and hope 
they'll take the hint and leave. 

"Now good luck, and get out of here." 

Scofield saluted, turned, and left the office. His first command was 
going to be interesting. 

★ ★ ★ 

"Tactical" Karg barked. The convoy was where it was supposed 
to be. Formed up around the planet known as Codimark IV were a dozen 
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freighters of various types and three badly outgunned police ships. 

"Squadron, deploy in formation N. Thrower to begin long-range fire 
now. Demon, time your run to pass the planet just after I do. Execute!" 
In Klingon battle language the entire order had taken only seven words. 
The response from Storm Demon was a single gutteral syllable; the 
response from Storm Thrower was the launch of the first four drones. 

Karg's plan was not to capture ships, or even necessarily to destroy 
them. Better to damage every ship in the convoy and prevent its depar¬ 
ture than to destroy only two of three. The later strategy would cause 
a 30% reduction in the planet's exports. The former strategy would cut 
them off completely for as long as a month. 

Even as Storm Thrower's drones began to find their marks within 
the convoy. Storm Leader flashed through with all weapons firing. The 
disruptors crippled one freighter; the phasers damaged two more. Storm 
Demon flashed through an instant later, concentrating its fire on the largest 
ship in the grc^p a huge ore carrier, leaving it a wreck. 

"Tactics 1 Karg grunted as his ship cleared the convoy. "Reverse 
course; recharge weapons!" 

The convov /. as totally surprised, their shields down, their weapons 
silent. 

"Commarce r patrol ships are turning to engage." 

"Demon, target patrol ship on your side. 

"Helm, make for the nearest patrol ship. 

"Weapons, fire overloads at optimum range." There was no neec 
to give orders to :ne Storm Thrower, which would keep up the barrage 
of drones as long as the ammunition lasted but would otherwise rema - 
outside of the cat: e 'eady to carry news of a defeat should that occur. 
Storm Demon Storm Leader had hit freighters on their first pass in 
case someth ng urttnown would prevent them from making a second. 
They would st -a.e accomplished part of their mission. 

But there v. ='e ~o surprises here. On the next pass, two police ships 
were wrecked and Storm Demon had the third in a tractor beam. 

"Demon, /.e have no time for that. Hit him and drop him. Go after 
the freighters. 

"Conr.^ar ze* the scanner officer interrupted, "the convoy is scat¬ 
tering." 

"Rursurtr Karg ordered. 

★ ★ ★ 

Scofield nac oc<ed over his command carefully after his first full 
day. The Te e* :e chief engineer (Tarsh? was that his name?) would be 
difficult to ha r z e but w as invaluable. He had served for nine years 
on the old cruiser ~exas and probably knew this class better than anyone 
else in the crew 

The crew /.as <e the ship, near the bottom of the barrel. Cadets, 
mostly, with a thir spr?r« -g of veterans and a somewhat thicker sprinkl¬ 
ing of Star Fleet s 's ects: disciplinary problems, petty criminals, 
alcoholics, officers toe /.ashed up to serve on better ships. 

The helmsman Shaw was young. He had graduated only last year 
Even so, he had g'szjated with top honors and served his cadet tour 
on a heavy cruise r ~e a^so could double as scanner and weapons of¬ 
ficer if necessary sl~ce the two officers in those positions were at best 
inadequate. 

The first office* Susan Krystal, had graduated only one class behind 
him at the Academy. She was efficient and tough, but like Scofield had 
never set foot on a ship of this class before. Fortunately, she had offered 
to perform all of the ~spections for him, leaving him with very little to 
do but enjoy his first command. 

He was looking forward to his first port call, scheduled for today a: 
Codimark IV. Connecticut's trip to Novorosibirsk would last less than a 
week, during which they would call at four planets for short "show the 
flag" type visits. The locals would be glad to see a Star Fleet vessel in 
orbit even if it stayed only for an hour and especially if they did not know 
it was a refugee from the scrapyard. Connecticut would "escort" a con¬ 
voy now loading there, at least until it was out of sight of the planet. 

"Coming up on the Codimark system. Captain," Shaw commented. 

"Reduce speed to warp two, Mr. Shaw." Scofield beamed and turned 
to the elderly lieutenant at the communications console. "Open a chan¬ 
nel to the port commander." 

"I've been trying sir, no response," the lieutenant answered. 

"Keep trying, lieutenant." Turning to Susan Krystal, Scofield spoke 
off handedly about the port. "These civilians aren't up on their com¬ 
munications procedures. They'll answer when someone wakes up." 

"Or perhaps when the attack is over/" she answered. 

"What?!" 

"They are under attack by at least three Klingon ships, or perhaps 

continued on next page 
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First Command continued 


you didn't notice since you neglected to conduct a full sensor sweep of 
the system as per standard procedure when operating in a tactical zone." 

"But you did?" 

"Of course." 

"And you didn't tell me?" 

"Really, sir, I told you as soon as I knew." 

"What is the Klingon disposition?" 

"Three frigates. They are chasing down ships from a convoy they 
attacked. The frigates are widely scattered and can be engaged one at 
a time." 

"That will be all. Lieutenant." Scofield sat down in the command 
chair and frowned. The Commodore had told him not to run, but that 
was only after he had become engaged. Still, to turn tail and run now 
would destroy what was left of the respect his crew had for him. The 
rest of the Commodore's words came back, the part about showing force 
and encouraging raiders to run for it. The Klingons would assume that 
he was a fully operational light cruiser. Also, they would not want to risk 
damage this far from safety. The thought of three Klingon ships running 
from his cruiser made the decision for him. 

"Mr Shaw, take us to warp three and make for the nearest enemy 
ship. Mr Krystal, raise the shields, energize the phasers, and prepare ful¬ 
ly overloaded photon torpedoes." 

"Sir," she interrupted, "the torpedo tubes are old, and the insulators 
are below standards. They can be loaded, but they cannot be overloaded." 

"How do you know that?" 

"From my inspections, Sir. I naturally started with the weapons in 
case we needed them." Lieutenant Krystal's tone was subdued, but it 
was obvious that she was taking great pains and pleasure to make her 
captain look like an idiot. 

"She is doing it on purpose, and quite well, too." Scofield thought 
to himself. "Why didn't I read the manuals and conduct those inspec¬ 
tions myself. Or at least have her brief me?" Time enough for guilt later. 

"You've done your work well, Lieutenant." 

"I intend to remain as first officer, sir." Everyone felt her silently 
add "no matter who replaces you as captain." 

"All right, Mr Krystal, you're the expert. What have I got to fight 
with?" 

"Four standard phasers, two gatling phasers, two photon tubes, and 
four drone launchers. Two of the launchers are in the bay." Her tones 
were clipped and proper. 

"I know all of that, Lieutenant, what else do we have? Isn't the shuttle 
bay larger than normal? Don't we have a lot of drones on board?" 

"Yes, sir." 

"Then have the crews prepare a scatter pack." 

"Very well sir, but the drones are the old type; they cannot exceed 
warp two." 

"All right, that will have to do," Scofield thought dryly. "Mr. Shaw, 
cut speed to warp two. Mr Krystal, when the Klingon gets to 500,000 
kilometers, start firing drones. Keep a screen of drones between us and 
him." 

★ ★ ★ 

On his bridge, Karg was carefully tracking the cruiser's approach. 

"Sir," the communications officer spoke, " Storm Demon and Storm 
Thrower are disengaging. They will wait for us for one hour at the rendez¬ 
vous point you designated before the attack. After that, they will pro¬ 
ceed to rendezvous with the admiral for the return to Klingon space." 

"Very well. We'll try to detain this cruiser long enough for them to 
get clear." Karg was not particularly thrilled with developments. They 
were not finished disabling the freighters; at least four were still at large. 
Even though his three ships could probably destroy this cruiser, that would 
take too much time and probably result in all three ships being trapped 
by a larger force. So one ship had to delay the pursuit long enough for 
two to escape. If Storm Demon had been closer to the cruiser than Storm 
Leader, Karg could have ordered it to do the job, but that was not to be. 

The sudden deceleration of the cruiser attracted attention. 

"He's either stupid or a coward," the first officer commented. 

"I doubt if he is either," Karg responded. "Perhaps he is trying to 
entice us to attack him, or to stay long enough for his friends to trap us?" 

Karg pulled on his beard and narrowed his eyes. "No, he is not that 
clever. Sensors! Full scan on the Federation vessel." 

"Scanning now, sir!" the officer responded. "Province- class cruiser. 
Old sub-light ship converted to warp power fifty or more years ago. Most 
have been scrapped. Power curve is not normal for the type; it is too 
low and with too much leakage. Torpedoes are being loaded in the tubes, 
but are not overloaded." 

COPYRIGHT © 1985 AMARILLO DESIGN BUREAU 


"So," Karg mused, "we have an old tired hulk, two days travel from 
Starbase 5, where our intelligence reports several old ships are stored. 
He is going in the general direction of Novorosibirsk, where intelligence 
tells us many old ships have been refitted. 

"Is this a cruiser, or a old piece of junk? We shall see. 

"Weapons Officer! Begin firing drones at the cruiser. Prepare disrup- 
tors with full overloads. Charge phasers!" 

★ ★ ★ 

Scofield licked his dry lips. Two high-speed drones were closing rapid¬ 
ly, with the Klingon making a long-range attack pass off the port bow. 

"Portside gatling phaser, fire twice at each drone at point blank 
range!" 

The drones closed, and just as they filled the tactical screens, the 
gatling opened fire. It fired once, then roared three more times, so fast 
that it seemed like one single sheet of fire. 

"Fire control burnout, sir," Krystal reported. "The circuits are fused." 

One drone had disintegrated, but the second one impacted on the 
number six shield. 

"Hard to port!" Scofield ordered. The ship swung to bring its strong 
and undamaged #1 shield to face the Klingon. 

"He's coming head on!" Shaw reported. At 300,000 kilometers, the 
Klingon ship launched a shuttle. 

"Fire phasers at the shuttle!" Scofield ordered, now regaining some 
of the composure he had lost after the runaway phaser fired. The brilliant 
explosion revealed that the shuttle had been a scatter pack. 

"Sir!" Shaw erupted, "the Klingon plans to overrun us!" The extra 
note of excitement in his voice was close to hysteria. 

"Fire photons at 40,000 kilometers. Hold the scatter pack for my 
orders. Continue firing drones!" Scofield was finding that being a cap¬ 
tain required issuing orders as fast as the weapons could fire, but without 
time to reason out each tactical puzzle. 

Scofield prayed that the Klingon would sheer off. He knew the shields 
wouldn't take the pounding and the crew was green and the ship old 
and worn out. Still, he was committed to this course of action, and chang¬ 
ing plans now would only make things worse. 

"Shall I launch the scatter pack now, sir?" 

"No, Mr Krystal, release it after the Klingon has passed us and fired 
all of his weapons." Her disagreement was obvious, but she moved to 
obey her orders. 



Karg had never wavered from his course after turning toward the 
cruiser on the attack run. The photons had buckled his front shield, and 
he had never expected any drones, but he was still confident. In any event, 
he was committed. 

The two ships drew nearer rapidly and finally passed. As the faster 
Klingon ship passed over the Connecticut , the rear phasers danced along 
the ancient hull, marking where they touched with blackened and torn 
metal. Scofield held onto his chair. The bridge lights went off, they came 
on again — noticeably dimmer. 

Connecticut's phasers fired at point-blank range, the starboard-side 
gatling completing all of its burst without mishap. Scofield couldn't 
remember giving the order to fire, but suddenly he was riding though hell. 
The bridge seemed to explode in slow motion as a Klingon shot seared 
through the nearby hull. Scofield watched with horror as a shard of metal 
transfixed Lieutenant Krystal. Whatever she had done to undermine his 
captaincy, she was one of the few competent officers he had. Over the 
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screams of several wounded people, Scofield managed to shout "release 
the scatter pack now!" As the Klingon ship coasted past Connecticut, 
the shuttle followed it. Shortly, six slow drones left their improvised fir¬ 
ing platform and followed the Klingon ship. 

★ ★ ★ 

Karg was in trouble, and he knew it. His ship was damaged, though 
not crippled. Even so, the cruiser had shown a considerable amount of 
fight. The drones following him weren't likely to catch him, but he couldn't 
turn to make another attack run without dealing with them. Worse, the 
Federation ship showed no sign of running out of drones, which would 
make wearing him down a long and expensive operation. 

Watching the cruiser recede on the view screen, Karg shrugged. "Not 
today. Federation scum. Not today. But someday, perhaps, we will meet 
again, and I will have time to settle the matter." 

Karg didn't like losing, but this was not really a defeat. His raid was 
successful, if not completely so. Three police cruisers and three freighters 
were destroyed; four or five more freighters were crippled. He had bought 
time for the escape of his squadron and fought a much larger cruiser an 
even battle. Karg felt that he would get his promotion when he return¬ 
ed, and he did intend to return. 

"Helm, bring us about in a slow turn to starboard. Keep us clear of 
those drones. When you can point her nose toward home, boost to warp 
six and disengage." 

★ ★ ★ 

"Sir, the Klingon is running!" Shaw's face showed re lief and genuine 

joy. 

The Connecticut sounded as if she were screaming in pain. The ship's 
twisting and shaking had opened her seams, and now she was leaking 
atmosphere out into space. Scofield looked around. The hit that had beer 
closest to the bridge had buckled one wall, shorting out several contro 
panels. 

"Shaw. Get down to auxiliary control and take the con from there. 
I'll join you shortly." He examined his first officer with faint hope, but 
Krystal was dead. He was sorry for that, although he wasn't sure why. 

Scofield was exhausted, and bleeding from a gash on his arm. His 
first command was a shambles; his first battle bloody but inconclusive. 
But his crew had pulled together. He watched as the bridge crew effi¬ 
ciently sorted out the wreckage, evacuated the wounded, and began 
transferring systems to the auxiliary control room. Reports from damage 
control indicated the same was true throughout the ship. ~hat was 
something at least. Something worth commenting or 

"This is the captain speaking. We have just met a K: ; ngon destroyer 
in battle and forced it to disengage with heavy damage. ,\ 3 nt to com¬ 
mend you all for exemplary conduct under fire. 

Scofield settled back in his chair to reflect. At best, ne would get 
to take the ship through its overhaul and then, as his friend had predicted, 
serve as first officer to a more experienced captain. Perhaps that would 
not be such a bad thing; it would probably have happened anyway. But 
for now, it was still his ship, and his responsibility. 

"Engineering, this is the bridge. Put Mr. Tarsh on, please." 

"Here, Captain. If you're quite through I'll start putting her back 
together." 

"Yes, I'm through with the ship, Mr. Tarsh. Put your best man on 
the most critical repairs and then meet me in the forward phaser battery. 
You are now the Executive Officer, and we are going to go over this ship 
from stem to stern before either of us sleeps." 

The old engineer chuckled. 

"I'll bring my blueprints and meet you in five minutes. Tarsh out." 

"Bridge out." 

"Captain, this is Shaw in auxiliary control. Things are jumping out 
there, skipper. The Bon Homme Richard and four other ships just entered 
the system. One of them has a Klingon frigate in tow; its not the one 
that we fought." 

"Captain," the signal ensign interrupted, "frigate Ushakov is hail¬ 
ing us." 

"Put them through." 

"Connecticut, this is Ushakov. Jack, what happened? What's the 
extent of your damage?" It was Antilli. 

"An encounter with a Klingon destroyer, Antilli. But we'll live to fight 
another day." No one heard him as he quietly added "at least some of 
us will." 

★ ★ ★ 


(SN13.0) KARG'S FIRST COMMAND 

(David A Sicko, New Jersey) 

Karg surprised the Federation convoy in the Codimark system, and 
ordered his ships to attack immediately. (Y176) 

(SN13.1) PLAYERS: 2; the Klingon player and the Federation player. 

(SN13.2) INITIAL SET UP 

PLANET: Standard Class M in 2215 

KLINGON: F5L Storm Leader, 1730 heading A, speed max, WS-lll. 
F5B Storm Demon, 0217 heading B, speed max, WS-lll. 

F5D Storm Thrower, 0328 heading B, speed 0, WS-lll. 
FEDERATION: Six small freighters, three large freighters, one free trader, 
one armed priority transport, one ore carrier; all within two hexes of planet. 
Three police cruisers within three hexes of the planet. 

No two ships can be placed in the same hex. Facing is at the own¬ 
ing player's option; speed 0, WS-0. 

(SN13.3) LENGTH OF SCENARIO: The scenario continues for four turns. 
Before the end of the fourth turn, one Klingon ship must exit from the 
42xx map edge within 10 hexes of 4211 (this ship will be used in the 
next scenarioi and the other two must exit from either map edge within 
10 hexes of 0130. Any Klingon ship which does not exit on schedule 
is considered to be destroyed. If one ship does not exit from the 42xx 
map edge, a three are considered destroyed. 

(SN13.4) SPECIAL RULES 

(SN13.41} ^he map s fixed; ft does not "float." Any ship leaving the 
map has disengaged and cannot return. 

(SN13.42) All drones are type-IM. 

1SN13.43 ^~e twelve freighters are not expecting or prepared for an 
attack. To reflect this, the following rules are used. 

(SN1 3.431) 0^ t-m one, n one can move, use their warp engines to pro¬ 
duce power, fire weapons, or activate their shields. 

(SN 13.432) On turn two, none can move faster than one, use their warp 
engines to provide movement, or fire weapons. There is a 50% chance 
'oil a die fo r each ship before energy allocation, 1-3 success) that the 
shields wil become active. 

(SN13.433) On turn three, all will have their shields up, be able to move 
by warp power, and fire weapons. 

(SN13.44) The "ore carrier" is a modified large freighter. There are 100 
cargo boxes movement cost 1, replace ph-ll with ph-lll, BPV 100/25. 

(SN13.5) VICTORY CONDITIONS: Use the Modified Victory Conditions. 
For purposes of this scenario, the Klingon player receives the following 
percentages for the freighters: 

Destroyed = 100% 

Crippled = 75% 

Damaged = 25% 


(SN14.0) SCOFIELD'S FIRST COMMAND 

(David A Sicko, New Jersey) 

As Scofield approached the Codimark System, he discovered that 
Klingons were attacking a convoy. (Y176) 

(SN14.1) PLAYERS: 2; the Federation player and the Klingon player. 
(SN14.2) INITIAL SET UP 

FEDERATION: CL Connecticut, 4005 heading E, speed max, WS-lll. 
KLINGON: F5L Storm Leader, 0525 heading B, speed max, WS-lll. 

(SN14.3) LENGTH OF SCENARIO: The scenario continues until one ship 
has been captured or destroyed or has disengaged. The Klingon ship is 
considered to be destroyed if it has not disengaged by the end of turn six. 

(SN14.4) SPECIAL RULES 
(SN14.41) Use a floating map. 

(SN14.42) All drones are type-IM except as noted. 

(SN14.43) The Connecticut has certain modifications, as follows: 

The side phasers are replaced with phaser-G. When each "shot" is 
fired, if the result is a "6", the weapon burns out and is marked as 
destroyed. It does not continue firing the remainder of that burst. 

Add two A-drone launchers holding type-IM drones (no reloads). Con¬ 
vert two rear hull boxes to shuttle boxes equipped with jump racks. There 
are 50 type-l(slow) drones stored including those on the jump racks. 
The photon tubes cannot be overloaded. 

The ship has a "poor" crew. 

(SN14.5) VICTORY CONDITIONS: Use the Modified Victory Conditions. ★ 
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TERM PAPERS 

Each issue of Nexus presents a series of term papers from the 
students of Star Fleet Academy (i.e. from you, the players). Each player 
presents a specific tactic, variant, dirty trick, or new idea for use by the 
players of SFB. Readers of Nexus are invited to submit their own term 
papers to ADB. The author of each published paper will receive $1-$5, 
depending on length, usefulness, and originality. 

Term papers should be short, written in game terms, and deal with 
a single concept. Term papers must be typed; put each one on a different 
sheet of paper. Your name and the date of your submission must appear 
on every sheet. You may submit several papers at the same time. If you 
include a stamped reply envelope (or are a Starletter subscriber), any re¬ 
jected papers will be returned and the rest held for later use. Term papers 
on topics announced for Academy sessions may be used there instead. 
Sorry, we can't predict when any given paper will be used so it is pointless 
to ask. Payment will be made on publication. 

As of this issue of Nexus , players who submit published term papers 
will be promoted one rank (cadet, ensign, lieutenant, lieutenant com¬ 
mander, commander, captain) for every third term paper published. Your 
"rank" will appear with your term papers. Gold Hat personnel will be 
designated by their rank (fleet captain, commodore, admiral). Brevet pro¬ 
motions may be awarded for extraordinary cases (Brevet Commander 
Mizia received his for two excellent tactics articles published in Space 
Gamer). Also beginning in this issue, the Committee will review and com¬ 
ment on all term papers published. 

Remember that the key to all tactics is to recognize the basic choices 
that must be made and the information that must be obtained (or guess¬ 
ed at) to make those decisions correctly. Also note that we are actively 
seeking out countermoves for the tactics presented here. 


NOTES ON PREVIOUS TERM PAPERS 

Due to a mistake in transcription, Admiral Smith's term paper in 
Nexus #9 stated that you should try to destroy a WW in a hex adjacent 
to a base to maximize collateral damage. The correct wording should have 
been "...adjacent to the base (i.e. in the same hex)..." Our apologies 
for making Jeff look like an idiot before he had his braid polished. 

After much deliberation and with a heavy heart, the Committee has 
outlawed the use of fighter reload boxes as back-ups to regular ship 
weapons. This was originally proposed by Richard Gurley in Nexus #8. 

Several pages of excellent term papers were submitted without the 
author's name. These included "Lucky Torpedoes" and "The Big Bomb." 
If the author will contact us and provide enough details of these papers 
to establish that he is the author, we'll start using them. 


KNOW YOUR ENEMY - Cadet Walter L. Abernathy 

Most players concentrate on learning every detail of their favorite 
ship, but you must also study the ship you are fighting. The firing arcs 
of a Federation CA, for example, require him to turn to bring 1/3 of his 
Phaser firepower to bear. Most Klingon and Hydran ships are not really 
dangerous if you can remain beyond range 3, but there are many excep¬ 
tions. Note every detail! How many shuttle bays does he have? (i.e. how 
fast can he lay mines?) 

Perhaps we should have term papers dealing with the inherent 
strengths and weaknesses of each race? 


EMERGENCY DECELERATION THE HARD WAY - Cadet Bill Barsh 
The traditional Federation tactic is to run down the Klingon with 
overloaded photons and blast him. This gives the Klingons a chance for 
simultaneous fire, although with skill you can fire at range 4 and then 
turn away before he can close to range 2 or less. At range 4 a Klingon 
can't penetrate your shields. The trick is keeping him there. 

The subtle rules change of using Deceleration due to Damage (C2.3) 
drastically favors your tactics. Close to range 4 (head-on is acceptable) 
and blast him. Then reverse or use a HET to keep the range open. With 
the damage he will suffer from overloaded photons, he will have no choice 
but to slow down. You can then poke at his down shield with phasers 
(one per impulse) to destroy the rest of his weapons with A-row hits. 
By the end of the turn, he will be finished! 

This can be risky if you break down after he launches drones. Also, 
a well prepared Klingon can still blow your doors off. 


DISRUPTOR ADVANTAGE — Cadet Jay Clendenny 

In the traditional debate between photons and disruptors, it is not 
enough to examine them at point-blank overloaded range. The disruptor 
actually has a better chance (than a photon) of getting a hit at ranges 
of 5-8 and 13-1 5. In a heavy ECM environment this advantage can be 
more pronounced and the availability of DERFACS and UIM can become 
critical. 


DRONES AND THE ESG - Cadet Robert A. Frye 

While the ESG is an excellent defense against drones, its unique 
nature requires a four-impulse lapse between activation and effect. If a 
unit armed with fast drones can close to four hexes (a position, you will 
note, that is beyond the effective range of most of the Lyran's weapons), 
the drones will hit before the ESG becomes active. Knowledge of this 
could influence him to release the ESG before he wants to, and you will 
save your drones for later. 

This would also be effective with captor mines set for a range of 
four hexes! Any Lyran who falls for this twice deserves to become a rug 
in some Hydran's living room. Obvious counter-tactic is to let P-3s kill 
the drones and then ram the enemy ship. 


DISRUPTING THE CLOAK - Cadet Lyndon Nash 

No weapon is quite so suitable for hunting a cloaked ship as the 
disruptor. This is because the hit probabilities remain high out to as much 
as 1 5 hexes, and they use true range to determine the effect of any hits. 
This dramatically reduces the effect of the cloak. Disruptors can be fired 
once per turn, and their overloaded strength is considerable as a true range 
of 1 becomes an effective range of 7, still within a 1-5 hit probability 
with the UIM. Perhaps this is why the Romulans leave the Tholians alone 
and willingly accepted an alliance with the Klingons? 

Some Romulans fear the photon, with its all-or-nothing punch, more 
than the disruptor. Another weapon seldom used against the cloak, but 
very effective, is the ESG. 


THE LAST TWELVE POINTS - Cadet Stephen Novak 

When you are given a specific BPV to buy or modify ships, stop before 
spending the last 12 points. Use them to buy Emergency Deceleration 
(3 points), Positron Flywheel (4 points), and the maximum extra boar¬ 
ding parties (10, for 5 points). These 12 points are worth at least twice 
that much in combat. Fed ships already have emergency deceleration, 
but should pay to convert their APR to warp reactors. 

This takes advantage of the fact that these points cost the same 
regardless of ship size. For frigates, they may not be worth it. It may 
also be wise to buy a damage control rating of six. However, some local 
campaigns may not allow this to be taken into consideration for repair 
between scenarios. 


THE MOST POWERFUL WEAPON? - Cadet Wayne A. Stol/ings 

The stasis field generator can be the most powerful weapon in the 
game, even in a one-on-one duel. You must move within range of the 
SFG at the end of a turn. On the next turn, arm the SFG and all of your 
weapons. By firing (especially if he fires back) and then freezing him, you 
will prevent him from reloading while you have an entire turn to do so. 
On the next turn, drop the SFG and let him have it! That's what makes 
the B-10 so powerful. Not its weapons, its dual SFGs! 

Possible counter-tactics: Retrograde to avoid range of SFG. Take ad¬ 
vantage of limited forward phaser power. Commando raids against 
generator. 


BETTER THAN ANTI-DRONES - Cadet Jim Weisser 

Since ADD launchers can fire dogfight drones (E5.4), it would be 
better to forget the anti-drones and load the real thing! While anti-drones 
can be fired faster and cannot be intercepted, they have only a 67% 
chance of a hit and are most likely to fail when most needed. Type-ISH 
drones will also kill any drone, and their slower rate of fire is unimpor¬ 
tant because the ADD will need two or more shots to guarantee a single 
kill. The drones are also much more useful against fighters and can damage 
ESG fields whereas ADDs cannot. 

Controversial strategy. Against massed drones, ADD might be bet¬ 
ter. Also, fighters can dodge l-SH with chaff or phasers. 


NOTES ON THE HELLBORE - Cadet Steven Wheeler 

The hellbore is good for long-range combat, being effective to a range 
of 15. 

Hellbores should be fired in cycles of 2/2 (two on one turn and two 
on the next) or 3/1 to take advantage of every opportunity. 

Fire a few phasers just before the hellbore to eliminate any general 
reinforcement. 

Fire them all on one turn. No guts, no glory! 
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The Commander walked to the podium and tapped his pencil on it 
for attention. The cadets ceased their quiet conversations and turned 
toward the front; even Kaufman awoke with a snort and sat up straight. 

'Today, Cadets, the subject of our discussion is drones," the Com¬ 
mander began. "This subject is very important. Drones are used by the 
Klingons and our Kzinti allies, as well as our own fighters and many of 
our newer ships. They are also used by pirates and by fighters operated 
by both Lyrans and Gorns. Second only to the phaser, drones are the 
most common weapon in the galaxy. 

"As you know, the new warp-3 drones are rapidly replacing the older 
warp-2.7 drones. The older warp-2 drones, and the days when cadets 
joked that 'no one ever hit anything with a drone on purpose/ are long 
gone. 

"Now, may I have a basic definition of a drone?" The Commander 
nodded toward the cadet with the red engineering loops on his epaulets. 

"A self-propelled warhead delivery system which guides itself toward 
reflected scanner energy. Some advanced types can generate their own 
scanner signals; smaller anti-fighter types can guide toward the warp 
energy output of their targets." 

"They arre the mozt efficaziouz of weaponz," Cadet Hunter said. 
"For no enerrgy cozt, they will do more damage than a phazerr." The 
Kzinti exchange student began licking the fur between his claws. 

"Alsso," Cadet Sslitz, the Gorn student seated beside Hunter com¬ 
mented, "they do not loze effect with increazed range." 

"The basis of drone tactics is mass and timing," Cadet Gopin said. 

"Thank you, Cadets," the Commander acknowledged while shuffl¬ 
ing through the papers on the podium. 

"Under what conditions should drones be used?" the Commander 
asked. The Commander acknowledged a cadet. 

"I have noted five specific cases, sir," Cadet Mizia began. 

"Opportunity attacks, when a particular unit is in a position where 
it cannot defend itself. For example, sending a swarm of drones after 
a tumbling enemy ship, timed to arrive when its tumble is over. 

"Attrition, when a stream of drones will wear the enemy down. 

"Fleet defense, to protect against incoming drones. This is useful 
when your drone-launching rate is inferior to the enemy. 

"Evasion, to divert the enemy from your mistake. 

"And finally the grand assault, when firepower is needed." 

"Excellent, Cadet Mizia," the Commander commended. "Cadet 
Smith?" 

"I note three cases for employing drones, sir," Cadet Smith began, 
"Tying down enemy weapons, surprise launch while enemy phasers are 
recycling, and overwhelming the enemy with massed launches, possibly 
including modified ships." 

"Very good, Cadet. Other comments?" The Commander asked. 

"Concentrate enough drones on each target to provide a significant 
threat," Cadet Arbatrov advised. "You need enough to penetrate the 
shields and cause damage; about four is a minimum for a cruiser." 

"Zupporrt yourr drronez with elementz of yourr fleet," Cadet Hunter 
responded. "And usz cheap drronez to lead the attack, to abzorrb the 
firrst and bezt of the enemy defenzes." 

"They'll ID your drones and see the trick," the engineer countered. 

"It'z amazing, human, but mozt don't botherr orr rrememberr," the 
Kzinti purred. 

"Sselect issolated unitss," Cadet Sslitz suggested. "A fleets's 
greatesst defensses are in itss mutually ssuporting fire. If the fleet iss 
approaching in a linear formassion, attack the lead unit sso that thosse 
following cannot fire to protect it." 

"Time your attacks for after the enemy has fired his phasers and 
other defensive weapons," Cadet Greenberg advised. 

"ECM drones could be useful in conditions of marginal defenses," 
Cadet Kerr pointed out. 

"One useful tactic is called the 'sacrificial lamb,' " Cadet Mizia pro¬ 
posed. "A ship moves with a cloud of drones toward an enemy fleet, 
supposedly providing an escort. Some of the drones are, however, 
targeted on the ship, which will be destroyed and explode near the enemy 
fleet. The explosion will destroy any of the small units in the enemy for¬ 
mation and damage most of the facing shields. This makes your enemy 
very vulnerable to a direct attack." 

"You may have a problem getting volunteers for the suicide ship. 
Cadet," the Commander warned. 

"That is why, sir," Cadet Mizia explained, "this tactic would only 
be used by deranged Orions, renegade Romulans, or the average Klingon." 
The Commander waved for the class to cease laughing. Mizia continued. 
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"The ship might be one specially prepared for this use or a damaged ship 
that would not survive anyway." 

"Drones can cover a withdrawal," Cadet Gopin interjected. 

"What is the most effective means of employing drones?" 

"Waves!" echoed a chorus of Cadets. The Commander began point¬ 
ing to individuals for their comments. 

"By spreading the drones over space and time, you avoid having a 
single mine or explosion destroy them all," Cadet Mizia pointed out. 

"By having the drones arrive over several impulses, damage to 
weapons is maximized by many small explosions,” Cadet Crull suggested. 

"How far apart should the drones be?" the Commander asked. 

"Far enough to avoid a single threat but close enough to reach the 
target before the phasers can recycle," Cadet Hack answered. 

"What is the best defense against drones?" the Commander asked. 

"Direct-fire weapons, preferably phasers," the engineer answered. 

"Shuttles can be released for additional defensive firepower," Cadet 
Raymond suggested. 

"Point defense phasers have only a 66% chance of a kill against most 
drones," Cadet Townsend pointed out, "and you may not have time for 
a second shot." 

"Anti-drones should be the first line of defense," Cadet Heim insisted. 
"They work better at longer ranges, fire fast enough to take on drones 
one at a time, and leave enough space for back-up weapons to intercept 
them." 

"Avoid closing with drones," suggested the engineer, "as this 
reduces the time you have available to deal with them." 

"Transporter bombs work the best," Cadet Gopin insisted, "although 
it may be difficult to place them properly. A Klingon D6 acting as a point 
ship could drop its #3 and #5 shields and use its transporters to place 
six bombs across the front of the fleet, effectively blocking an entire wave 
of drones." 

"ECM can divert them," Cadet Hatch proposed, "detonating them 
at a considerable distance from your ship." 

"Scouts can distract or jam them," Cadet Annett pointed out. 

"Scouts can support with ECCM," Cadet Stein suggested, "or by 
jamming drones fired to intercept your own drones." 

"Cloak!" snapped Cadet Smith, "after proper preparation." 

"ESGs are very effective," Cadet Gopin commented. 

"Use terrain to your advantage," Cadet Hack commented. "Asteroids 
and planets will stop drones more effectively than anything else." 

"Erratic maneuvers can reduce the damage," Cadet Pinnell said. 

"High energy turns can out-maneuver them," Cadet Crull suggested. 

"From a drone7’ the engineer gasped. "You're going to take a chance 
on shedding the engines to avoid a drone?" 

"It would be easier to just move in retrograde," Kaufman suggested. 
"Select a speed near that of the drones. The drones will exhaust their 
endurance before they can catch you, while your own drones will have 
a very high closing speed on enemy units approaching you." 

"Drronez themzelvez are the bezt defenze," suggested Cadet Hunter 
"A kill iz automatic." 

"Dogfight drones are the best," Cadet Mizia insisted. "They don't 
take up sensor channels, can't be jammed by scouts, and don't take up 
much room on the rack." 

"Fighters armed with dogfight drones are an excellent defense against 
ship-launched drones," Cadet Raymond proposed. 

"Of what use are tractor beams in defense?" the Commander ask¬ 
ed. "And none of you should fall into the trap of towing your own drones 
and then discovering that you jammed their seekers and they went inert. 

"They can be used to grab an approaching drone and hold it unti 
its fuel runs out," suggested Cadet Olesen. 

"Or until a weapon is recharged," suggested Cadet Cree. 

"You can rotate it into the firing arc of an otherwise unoccupied 
weapon," Cadet Raymond pointed out. 

"Or toward a shield you can lose part of," Cadet Hack added. 

"Tractors can be used for offensive support, also," Cadet Town¬ 
send suggested. "By tractoring the enemy ship, you prevent his use o* 
wild weasels and improve your own chances of a hit." 

"It should be obvious that one effective defense against massec 
drone attacks is the wild weasel shuttlecraft," the Commander moved 
on. "Without repeating any of our discussions of this device from our 
previous session on plasma torpedoes, what conditions should be con¬ 
sidered for its use." 

"The relative tactical cost of its implementation weighed against the 
potential threatification from the approaching drones while giving con¬ 
sideration to the employmentification of the enemy units in the immediate 
vicinity of the present conflict." 

"Thank you Cadet Haig," the Commander responded. "Your esteem¬ 
ed ancestor would have been proud of your answer. 

"Cadet Weisser?" 


continued on next page 









Send your weasel away from the drones, not toward them/' Cadet 
7 s:sser suggested. "This will maximize your time for making a decision. 
If there are few drones, you can destroy them with rear arc weapons, 
preserving the shuttle and leaving your forward weapons for the enemy." 

"What other effects might this have?" the Commander asked. 

"Using up endurance, which is particularly crucial for dogfight drones. 
Forcing them to use their high energy turn if you elect to void the weasel. 
And if worst came to worse, spreading them out over several firing arcs 
to allow more weapons to be used in defense. 

"Destroy the weasel immediately upon its appearance, maximizing 
collateral damage," Cadet Smith said. "Freeing your sensors to fire more 
drones, and forestalling any surprise tactics." 

"Cadet Mizia?" 

"Avoid firing drones at ships that are able to use weasels. Pick out 
ships that are moving too fast or guiding their own weapons." 

"Any other ideas?" the Commander asked. "Cadet Condon." 

Sir, fire the maximum number of drones in a staggered wave to 
force him to drop a weasel. Then cut the guidance to each drone just 
before it strikes the weasel. This tactic is unusual," Cadet Condon ex¬ 
plained, "but it forces the enemy ship to remain under the weasel's restric¬ 
tions and allows you to pound him with direct-fire weapons. He can't 
afford to void the weasel because all of the drones would revert to his 
ship as a target." 

"Original, Cadet," the Commander acknowledged. 

By using wild weasels or wild SWACs or scouts you can set up 
a drone trap," Mizia proposed. "Or put a high value target near the enemy, 
then move it back through your formation. By drawing drones into a kill¬ 
ing zone, they can be destroyed by weapons which are facing away from 
the enemy and therefore unengaged." 

"What about drone speed?" the Commander asked. 

"Using two different speeds allows you to stagger your attacks while 
still launching from a single position," Cadet Burdick stated. 

"For multi-warhead drones, use a slower bus vehicle to achieve fir¬ 
ing position, but load it with faster submunitions," Cadet McClure sug¬ 
gested. "This will confuse the enemy and throw off his timing. 

“ The o| d warp-2 drones still have their uses," Cadet Crull pointed 
out. "For example, they can survive passing through an asteroid belt, 
while faster drones will be destroyed." 

"When should the larger 'double-size' drones be used?" 

"Only when there are so many drones that the enemy cannot iden¬ 
tify all of them, Cadet Crull insisted, "and when he can't destroy them 
all. In any other conditions it would be better to fire two small drones." 

"Of what value are scatter-packs?" the Commander asked. 

"An excellent way to temporarily increase the firing rate of a ship 
with few drone racks," Cadet Raymond proposed. 

"Assuming you can get them to release," the engineer commented. 
"They have serious restrictions and a troublesome minimum range." 

"They're good captor mines," Cadet Spencer recalled with ennui. 

"Mix the speed of the drones in the pack to insure several separate 
hits, rather than one large explosion," Cadet Crull suggested. 

"Load dogfight drones in the pack," Cadet Heim proposed. "They 
can't be diverted by weasels or scouts and will do at least some damage. 

"Now let us turn our attention to fighters and PFs," the commander 
said, turning to yet another page. 

"Fighter suppression is not an effective use of drones," Cadet Mizia 
pointed out. "Most fighters can shoot down or outmaneuver drones, or 
decoy them with chaff pods. Engaging a fighter squadron with drones 
produces nothing but empty drone racks." 

"How then would you deal with them?" 

"Direct-fire weapons immediately after they come within optimum 
range," Cadet Raymond suggested. "While it is hard to kill a fighter at 
extreme range, it is actually easier to kill most fighters than it is to kill 
the drones they carry. And if you destroy the fighter before it can launch, 
you kill both the direct-fire and drone weapons with one shot." 

"The fighter or PF group should strive to keep a wall of drones be¬ 
tween themselves and the enemy," Cadet Crull pointed out. "That will 
soak up enemy firepower and keep the smaller units intact until the critical 
point of the engagement." 

"Considering how long it takes to rearm an entire fighter squadron," 
Cadet Townsend said, "you must know well in advance what you are 
going to do or you will waste your one shot." 

"Drones are an extensive subject, and we'll have to complete it 
another time," the Commander concluded. "Now if you'll proceed to the 
simulator rooms, we'll find out if you have learned anything." 


You are invited to submit your comments for use in future sessions 
of the Academy. Nexus #12 will discuss the Andromedans, and Nexus 
#13 will pay a visit to the "bad guys convention" where Klingons, 
Romulans, and Lyrans will discuss their favorite tricks. _★ 



Gem Ship Names 


This is the fifth in a series of articles listing ship names known to 
have been in use during the period before and during the General War. 

This is not a complete list, although it is more nearly so than with 
many races. There are known to have been other ships built during the 
War. Players should feel free to continue using their favorite names. The 
new classes listed below are on file for Volume III. 

Federation records assign each class a designator based on a species 
of dinosaur from Earth history. These were not used by the Gorns 
themselves. However, the name of the carrier is apparently correct. The 
Gorns used the term in honor of the assistance given by the Federation. 
Gorn police ships had numbers, but no formal names. Most used the cap¬ 
tain's name informally. 

Gorn ships displayed external hulJ numbers in a base -8 system (see 
the painting guides). Wartime construction heavy destroyers were 
numbered in a series from 300-377, battle destroyers from 240-277, 
and other ships 204-237. Not all of these numbers were used, and they 
were not necessarily used in sequence, to confuse Romulan intelligence. 

DREADNOUGHTS: 201-Dragon of Three Stars, 202-Deathbeast, 
203-Sword of the Tri-Star. 

COMMAND CRUISERS: 152-Dragonicon, 153-Tyranicon, 

1 54-Vipericon. 

HEAVY/BATTLE CRUISER: 144-Chimericon, 145-Sauricon, 
146-Serpenticon, 147-Reptilicon, 1 50-Predatoricon, 151 -Wyvericon. # 

LIGHT CRUISER: 1 30-Dragonfire, 1 31-Dragonbane, 

132-Dragonscale, 133-Thunderchild, 134-First Strike, 135-lroncrest! 

136-Fleshharrower, 137-Hunter Two Legs, 140-Tannin, 141-Gdhar, 
142-Shima, 143-Spiller of Warm Blood. 

LARGE SCOUT: 170-Prowler. 

EXPLORATION CRUISERS: 171-Knowledge is Strength, 172-Truth 
is Power, 173-Cheater of Ice. 

CARRIER: 1 77-Archeaopteryx. 

HEAVY DESTROYER: 1 20-Szurra, 1 21-Sardith's Sword, 

1 22-Champion, 1 23-Eaglebane, 1 24-Scorpion, 1 25-Crusade/ 

126-Terrible Hand, 127-Tail of Spikes, 117-Setting of the Twin Suns! 

BATTLE DESTROYERS: 70-Rajath, 71 -Spinecrusher, 72-Kalessin, 
73-Whiptail, 74-Fire Lizzard, 75-Scorcher, 76-Galaga, 77-Shrieker, 
100-Iron Fang, 101-Iron Hide, 102-Iron Scale, 103-Jawbreaker! 
104-Bonec rusher, 105-Wyrm, 106-Fafnir, 107-Yevaud, 110-Thecos! 
111-Naja, 112-Thunderbolt. 

DESTROYERS: 40-Jaws, 41-Spine, 42-Barb, 43-Horn, 44-Spur, 
45-Claw, 46-Tooth, 47-Taion, 50-Fang, 51-Scale, 52-Coil, SS-Blade' 
54-Sting, 55-Thorn, 56-Tusk, 57-Wing. 

DESTROYER ESCORT : 60-Guardian of the Egg, 61 -Protector of the 
Warming Suns. 

SCOUT: 62-Oeil Vert, 63-Swiftsure, 64-Black Vigil. 

MINESWEEPER: 65-Iron Egg, 66 -Certain Fury, 67-Cold Blood Hunter. 

PFT: 70-Ramoth, 71-Keezarn, 72-Sarmanix. 

TUG: 174-Track of Heavy Foot, 1 75-Thunderfoot 

MONITOR TUG: 176-Tricon. 

FRIGATE: 27-Proven Slayer, 30-Wrathful Judge, 31-Mercy Killer, 
32-Mortal Strike, 33-Iron Will, 34-Ultimate Wrath, 35-Shock Force! 
36-Steel Jaws, 37-One Time. 

NOTES TO PLAYERS 

Virtually all of these names were suggested by the more than thirty 
players who submitted proposals. We rejected names based on Terran 
dinosaurs, snakes, and reptiles. However, we did accept several sug¬ 
gested names of famous dragons from literature as our way of honoring 
all science-fiction and fantasy authors. The terms "dragon," "wyvern," 
etc., are the nearest Earth equivalent to Gorn mythology. We need your 
suggestions for future ship names. We prefer the names you use in combat 
to those you make up. Avoid using species of Earth animals or names 
Earth people or provinces. 

Nexus #12 will include the Hydran ship names. 

Nexus #13 will be a Lyran Special Issue with ship names, racial 
notes, the history of the Lyran Democratic Republic, and a visit to their 
academy to see how the bad guys think. 

Nexus #14 has not been scheduled yet, but might be a special 
"pirate module.' (Can you imagine the pirate academy?) * 
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ORIGINS 1985 

At this year's national convention, Task Force and Amarillo Design 
will sponsor two tournaments and a seminar for STAR FLEET BATTLES, 
as well as numerous other events. As before, we are supporting 
the Origins Convention. (See Nexus #8 and #9.) 

STAR FLEET BATTLES TOURNAMENTS 

There will be two SFB tournaments, the annual Fleet Captain's (Gold 
Hat) Tournament and the new Patrol Tournament. Both will use these 
same ships and rules. (Other conventions are welcome to use them for 
their tournaments.) The Fleet Captain's Tournament is limited to 128 
players; the Patrol Tournament can accommodate over 200. 

The rules for the tournaments themselves are included here and will 
be posted (along with any changes) in the tournament room. For tourna¬ 
ment purposes, game rules (as listed or modified below) from Volume 
I and II will be used, including all updates, revisions, and expansions which 
are published in separate products. Nexus, or Starletter. Volume III rules 
will not be used. 

Judges will include members of the Committee, Playtesters, Joint 
Chiefs, and ADB staff. If you have a problem, call a judge. If you don't 
like his answer, call two more and have the three of them vote on it. Their 
decisions are absolute and final; there will be NO appeals or protests 
beyond the three-judge panel. 

STAR FLEET BATTLES: THE SEMINARS 

The seminar will take place Sunday morning, probably from just after 
breakfast to just before lunch. At this seminar, we will deal with tactics, 
game questions, discussions of Volume III, the future of SFB, proposals 
for new ships, etc. (There may be a separate seminar on tactics Satur¬ 
day night and/or Friday afternoon. Details are not final.) 
TOURNAMENT ORGANIZATION 

The Fleet Captain's Tournament is a seven-round, 128-player single¬ 
elimination tournament (two players per board per round). There will be 
two preliminary sessions, 1800-2400 on Thursday and the same hours 
on Friday. During those two sessions, all entrants (who keep winning) 
must play three rounds. Those arriving from out of town will still be able 
to compete if they arrive no later than 1 830 on Friday. On Saturday, the 
16 finalists will play the last four rounds (3 hours each). The winner will 
be awarded his hat at the Seminar. This schedule will allow everyone 
more time than we had last year, but these time limits must be strictly 
enforced. Prizes for the FCT will be the same as last year: $ 100 TFG gift 
certificate and Gold Hat to 1 st place; $50 TFG-gc to 2nd place; $25 TFG- 
gc to 3rd place; $15 TFG-gc to 4th place; one new miniature to 5th 
through 8th places. In addition, there will be a free copy of Volume III 
given to the highest finisher in three special categories: Canadians, non- 
North Americans, and Ladies. 

The Patrol Tournament will be open from noon Thursday until Satur¬ 
day afternoon. At the tournament room, you will be randomly assigned 
an opponent (probably someone in line behind you). You can play as often 
as you like (subject to available table space), but you cannot play the 
same person twice. If you lose three games, you are out. The judges, 
by a method to be announced, will select the finalists for special play¬ 
offs beginning at 3pm Saturday. Based on the number of entrants, a prize 
schedule (similar in scope to the Fleet Captain's Tournament) will be an¬ 
nounced at the Convention. The Patrol Tournament is your chance to 
meet and play several new opponents from around the country. The 
schedule is flexible enough to allow you to get your fill. People who go 
to glory in the FCT can re-register in the PT. 

If you try to register for the FCT but are told it is full, check by at 
1830 Friday as we will fill no-show seats then. 

CONDITIONS (FLEET CAPTAINS) 

Time limits include the time for registration, milling around, finding 
your dice, etc. Please don't waste your time; there is only so much of 
it. If you can arrive for registration a few minutes early, please do. We 
want to hold public announcements and recitations of rules to a minimum. 
All rules changes, ships, etc. will be posted in the tournament room; you 
are responsible for these. 

Players will have a maximum of five minutes (or one minute longer 
than your opponent, whichever is more) to complete their energy alloca¬ 
tion form each turn. Opponents are responsible for timing each other. 
If you don't complete your form, any unallocated energy is lost. 

Players are expected to fight until one ship is destroyed or concedes 
(required in PT). Judges will have the right to decide all games that are 
not completed within the time limit, based on the tactical situation (loaded 
weapons, remaining weapons, internal damage, down shields, etc.) at 
that time. A specific formula will be devised. In cases where neither ship 
is damaged, the judges may declare both players losers and select a wild 
card. 

In the event that winners do not appear for the next round, wild¬ 
cards will be selected by the judges. 
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CONDITIONS (BOTH TOURNAMENTS) 

Ships are listed below. Each player will select one ship and use it 
throughout the tournament. Opponents will be matched as they arrive; 
you can expect to begin playing as soon as we find you one. Some per¬ 
sons are not eligible to enter either tournament. 

Spectators are welcome, but can expect to be drafted as impulse 
controllers. (No player will be required to accept a controller.) Anyone 
disturbing the players or judges will be dismissed. Players who are late 
are subject to penalties (destroyed hull boxes) or forfeiture at the sole 
discretion of the judges. 

Ships will be repaired, shuttles replaced, and ammo reloaded between 
rounds. 


SCENARIO SET UP (BOTH TOURNAMENTS) 

No terrain. Ships set up in 1 701 -D and 2530-A, speed max, WS-lll. 
The map is fixed; any ship trying to move off the edge will take five 
damage points on the facing shield and come to a complete halt. 

We will supply maps and SSD sheets (and energy forms, movement 
charts, and DACS in FCT). Players must supply all other materials. 


THE FOLLOWING RULES WILL BE USED: Breakdown, changing speed 
(plotted or reserve power), cloak (Romulan and Orion, all optional rules 
except hidden counters), damage control (shields and D9.7), DERFACS 
(all disruptors), Emer Decel (all ships), EPTs, fractional accounting, free 
movement, guards, HETs, hit-and-run raids, narrow salvo, overloads, 
plasma shotgun, probes as weapons (crippled ships), prox photons, PPTs, 
quick reverse, reserve power, scatter-packs (Kzinti and Klingon, one per 
round), sideslip, suicide shuttles, tactical maneuvers and warp maneuvers, 
tractors, transporters, tumbling, UlMs (Klingon only, no burnout), wild 
weasels (collateral damage). 


THE FOLLOWING RULES WILL NOT BE USED: ATG, boarding parties (in¬ 
cluding transportation by shuttle), catastrophic damage, chaff, computer- 
control, crew units, critical hits, deceleration due to damage, disengage¬ 
ment, electronic warfare, EDR, erratic maneuvers, fighters, labs identi¬ 
fying drones, landing in the opponent's shuttle bay, leaky shields, legen¬ 
dary officers, mines, modifications to ships (except as below), monsters, 
mutiny, non-violent combat, PFs, positron flywheel, scramblers, self- 
destruction, spare shuttles, SFGs, transporter bombs, warp packs, webs, 
Volume-Ill. 


SHIPS TO BE USED IN THE TOURNAMENTS 

FEDERATION CC: Add two phaser-lll (360°), convert APR to AWR. 
KLINGON D7C: UIM and DERFACS, revised firing arcs, all phaser-ll are 
phaser-l, replace ADD with phaser-lll (wing arcs), mech-tractors with 
phaser-lll (waist arcs). 

ROMULAN FIREHAWK: 2xS and 2xF torps LP/RP, no pseudo-F torps, 
warp engines 2x8 + 2x7. 

KZINTI CC: Can control drones equal to double sensor rating. Has four 
points to select improved drones approved by judge. 

GORN CC: 2xS AND 2xF torps LP/RP, no pseudo-F torps, warp engines 
2x15. 

ORION BATTLE RAIDER: (This ship is from Volume III. An SSD will be 
published in Starletter this spring.) 

HYDRAN LORD MARSHAL CC: Delete fighters and five fighter boxes. 
ANDROMEDAN: (A ship from Volume III will be selected and released 
in Starletter later this spring.) 

LYRAN TIGER CA: Change one phaser-lll on each side to phaser-l. 
THOLIAN, WYN, ISC: Not available unless changed in Starletter. 
CHANGES TO ALL SHIPS: All ships will have: 4 shuttles, 2 tractors, 12 
boarding parties, 5 batteries (except Orion and Andromedan), 
30-30-24-24 shields, and 4-4-2-2-2-0 damage control. All other features 
are standard. All drone racks have six type-IM (note Kzinti) and no reloads. 


UPDATES AND REVISIONS 

Starletter will list all updates and revisions, including the two new 
ships and the special June 1st "Final Update." Special Origins/SFB 
registration forms will be in Starletter, or send a SSAE to ADB for one. 
Tournament updates will also be listed on the Star Fleet Battles Com¬ 
puter Bulletin Board and posted at the Tournament. 

To subscribe to Starletter, send ADB $1 and four stamped self- 
addressed envelopes for the next four issues. (Canadians $2 and four 
unstamped envelopes; overseas 75 cents per issue, no envelope.) Con¬ 
sidering the information it carries (recent issues had the Snipe, ISC DD, 
and D7CVS), serious players should be reading Starletter anyway. ★ 
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(UN 1.0) THE BARGANT/NE CAMPAIGN 


(UN 1.2) STRATEGIC SET UP 
(UN 1.21) STRATEGIC MAP 


Editor's Note: Two years ago we swore that we would never print this campaign, since it 
could be taken as insulting to the gallant men who fought and died on both sides of the 
Falklands/Malvinas conflict. In the time since, however, this SFB Campaign has been found to 
contain a fascinating tactical situation worthy of publication. We publish it now, in tribute, not 
insult, to the men who fought for what they believed in during the 1982 war. 

(UN 1.1) INTRODUCTION 

In Y186, the General War was over; the ISC War had just begun and 
would not reach Hydran space for another year. In that period of time, 
the Hydrans attempted to regain control of the Landfalk star system/ 

The history of Landfalk is politically confusing. The system, located 
in the Klingon-Hydran Neutral Zone, was discovered and colonized by 
the Hydrans in Y72. When the Klingons conquered the Hydran Kingdom 
in Y87, they found the Landfalk System valuable and ejected the Hydran 
colonists, replacing them with their own. When the Hydrans regained 
their independence in Y1 35, they were unable to secure control of the 
Landfalk system. During the next fifty years, it changed hands several 
times, finally belonging to Hydra at the start of the General War. The 
Klingons reconquered it about Y176, and held it until the end of the War. 
In Y185 the Bargantine system, a Klingon satrapy located near Landfalk, 
gained its independence and, since they had provided the colonists for 
Landfalk, included it in their territorial claims. The Hydrans sent their on¬ 
ly remaining operational fleet to regain the system. 

Landfalk had become a symbol. If the Hydrans failed to retake it, 
a hundred other systems would be stolen by dozens of former Klingon 
and Lyran satraps. If the Bargantines did not hold it, their fledgling in¬ 
dependence would be crushed. 


(UN 1.1) CAMPAIGN ORGANIZATION 

(UN 1.11) FORMAT: The campaign is played in rounds, each of which 
may include as many as four scenarios. The campaign continues until 
one player has been in indisputed control (including at least one GCL on 
each planet with no GCLs in enemy control) of the Landfalk System at 
the end of three consecutive rounds. However, the campaign cannot end 
before the end of turn 5, even if one player had indisputed control before 
that time. Should one player concede, or lose all of his available forces, 
this condition is considered to have been fulfilled. 

(UN 1.12) CAMPAIGN SEQUENCE OF PLAY 

Each round consists of the following steps: 

1. Both players secretly plot in writing the movement of their ships on 
the strategic map. 

2. Orders are revealed and ships are moved on the strategic map. 

3. Both players secretly plot in writing any fighter strikes. 

4. Orders are revealed and fighters placed on the strategic map. 

5. The four scenarios are resolved in order A, B, D, C. 

6. Players conduct record keeping and damage repair. 

(UN 1.13) CAMPAIGN RECORDS AND RESTRICTIONS 

(UN 1.131) The only repair facilities available are in the Bargantine System. 
A ship that does not participate in that round can receive 20 repair points 
from the shipyard in addition to (D9.4). 

(UNI.132) There are no replacements available to either player for 
fighters, admin shuttles, ships, drones, crew units, deck crews, boar¬ 
ding parties, ground troops, or Harriers, except in the Bargantine System 
(UNI.133) Rules (U1.24), (U1.25), (D9.4), (D9.5), and (D9.6) are in ef¬ 
fect. Repairs under (D9.7) in any scenario must be counted within the 
limits of (D9.4) repairs after the scenario. 

(UN 1.134) The Bargantines have an unlimited supply of type-IF drones 
available at their home system. They have only 30 Exodrones available. 
Twenty-four of these are at their home system; six are in a ground-based 
launcher at GCL-2617F (East Landfalk). 

(UN 1.135) Bargantine auxiliary cruisers have their drone racks filled, and 
carry three sets of reloads (and the AuxCV has its storage full), whenever 
they leave zone E. (Reloading in their home system shipyards is assum¬ 
ed to be automatic.) They can reload their drone racks, but cannot reload 
their storage bins, while in other areas, (i.e. a ship must return to the 
Bargantine System for more drones.) Ships in the same zone may transfer 
drones between them during step 6 of the sequence each round. Fighters 
cannot be used to transport drones to ships; all fighters must fire or discard 
all of their drones before they land on any base or ship. 

(UN 1.136) Ships can transport ground troops, militia, or other crew units 
in excess of their normal crews at the rate of six extra crew units per 
hull box. 
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A 

B 

C-1 

D 

E 



C-2 




A: Open Space. B: Open Space. 

C-1: East Landfalk. C-2: West Landfalk 
D: Open Space. E: Bargantine System. 

Note specifically that these are NOT five adjacent maps, but repre¬ 
sent operational zones several thousand maps across. 

(UN 1.22) HYDRAN ORDER OF BATTLE 

2xPFT, each with six Harrier PFs; 2xHorseman, IxTraveler, 2xLancer, 
2xHunter, IxAegis Hunter, 2xsmall troopships, 1 large troopship. 
Notes: No extra personnel or ground troops are carried. 

(UN 1.23) BARGANTINE ORDER OF BATTLE 

1 xKlingon D6B cruiser, 1 xKlingon-type large auxiliary carrier, 2xKlingon 
F5B frigates, 6xWYN-type small auxiliary cruisers, all option mounts are 
drone racks, 2xsmall freighters. 

20 Boarding parties of ground troops on both East and West Landfalk 
(distribute between GCLs before start). 

200 Bnarding parties of ground troops at the Bargantine System. An 
unlimited number of militia and crew units at the Bargantine System. 
12 F-1 fighters on East Landfalk. 

36 F-1, 90 F-2, and 12 F-3 fighters at the Bargantine System. 
REINFORCEMENTS: Each turn, beginning with turn 3, the Bargantines 
receive the following reinforcements: 6xF-1,3xF-2, and 1xF-3 fighters; 
one Exodrone; one armed small freighter; one standard small freighter! 

NOTE: The Klingon-type ships are not manned by Klingons and can¬ 
not mutiny. The security stations are converted to flag bridges. 

(UNI.24) STATUS OF THE LANDFALK SYSTEM 

The two planets of East and West Landfalk are on separate maps. 
Movement from areas B to D involves moving through one, but not both, 
of those areas. Movement from C-1 to C-2 is counted as moving one area! 

The planet of East Landfalk has a ground combat location (D15.1) 
at 2617F which includes three control stations and six defense turrets. 
The other five hexsides of East Landfalk, and all six hexsides of West 
Landfalk, are considered to be ground combat locations without control 
stations or defense turrets. 

The Exodrone launcher at GCL-2617F functions as a single type-A 
drone rack (two drones loaded, four reload Exodrones), with an assum¬ 
ed sensor rating of 6, scanner rating of 0, and ECCM power of 3. It can¬ 
not be destroyed or captured, but the Bargantines can use it only when 
they control all three control stations at GCL-261 7F. The firing and con¬ 
trol arc is as defined in (P2.62). Drones fired from the planet do not have 
to climb through the atmosphere as shuttles would. 

(UNI.25) DEPLOYMENT OF SHIPS AT THE START 
(UNI.251) All Hydran ships enter zone A during step 2 of round #1. 
(UNI.252) All Bargantine ships begin in zone E except for one auxiliary 
cruiser in zone C-1 and another in zone C-2. 

(UNI.253) The Bargantines have an unlimited supply of booster packs 
in zone E. They have two sets of packs for each fighter that begins on 
Landfalk. The Hydran PFTs each have 18 sets of booster packs (including 
those on the PFs). 

(UN 1.254) OPTIONAL: Two Harriers are scouts. Every 10th Bargantine 
fighter (of each type except F-1) is a two-seat version with two EW pods. 
There is an unlimited supply of pods for these two-seat fighters in zone E. 

(UN 1.3) STRATEGIC MOVEMENT 
(UNI.31) MOVEMENT OF SHIPS 

(UNI.311) Each ship begins the round in a specific area. It may move 
to another area during step #2, but will not leave that area during that 
round. During each round, each ship can move from one area on the 
strategic map to any adjacent area. A ship cannot enter an area and then 
return to its original area in the same round because that would com¬ 
prise two areas of movement. A ship that disengages during a scenario 
remains in the same strategic area. 

(UN 1.31 2) Crippled ships can only move on the strategic map in even- 
numbered rounds. 

(UNI. 313) Hydran units can never enter area "E". 

(UNI.314) Hydran ships may leave the campaign from area "A"; they 
are presumed to have returned to Hydra and cannot be used further in 
the campaign. They cannot be pursued by the Bargantines. 
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(UN 1.32) FIGHTER STRIKES 

(UN 1.321) For the purposes of this rules section, Hydran Harrier PFs are 
considered to be fighters. This range limit is because of the lack of spare 
parts for their navigational computers, and because they have been ad¬ 
justed for continuous operation (without flushing their engines). PFs can¬ 
not participate in dogfights. 

(UNI.322) Fighters are based on ships or (in some cases) planets. They 
may be used in combat by committing them to fighter strikes. After the 
scenario, the fighters may return to any friendly carrier, ship, or base with 
available facilities to handle them so long as it is within two zones. For 
example, Bargantine F-1 fighters could be sent on a medium-range strike 
from zone E to zone D, and then "return" to the base on East Landfalk 
in zone C. This can be done even if there is no target in zone D, as a means 
of transferring them. 

(UN 1.323) There are three types of strikes: Short, medium, and long. 
(UN 1.324) In a short-range fighter strike, the fighters remain on their car¬ 
rier or base and are used in the scenario in that zone. 

(UN 1.325) In a medium-range fighter strike, the fighters are used normal¬ 
ly in a scenario in an adjacent strategic area. For example, Harriers based 
on a Hydran PFT in zone B could be used in the scenario that takes place 
in zone C or Zone A by using a medium-range strike. 

(UNI.326) In a long-range strike, the fighters can be used in the scenario 
that takes place in a zone two zones away. Fighters based in the Bargan¬ 
tine System could go to the Landfalk System using a long-range strike. 
Fighters using this type of strike cannot be intercepted in the intervening 
zone. Fighters using this type of strike are, however, under severe limita¬ 
tions because they are at the extreme limit of their range. They must enter 
the scenario on impulse #8 of turn one; the entry hex must be specified 
in writing before the scenario is set up. They must disengage (using the 
procedure for ships) at the end of turn three facing toward their base. 

Note that if the fighters can land on a friendly ship or planetary base 
that is in the same scenario, or an adjacent one, this is considered to be 
a medium-range strike. 

Shuttles (other than fighters) cannot go on Long-range strikes. 

(UN 1.4) SCENARIO ORGANIZATION (OPEN SPACE) 

This format is used for scenarios in zone A, B, or D. 

(UNI.41) If both players have ships: set up all Hydran ships within 5 hexes 
of 0715; Bargantine ships within 5 hexes of 3516. If there are ships from 
only one player, set them up within ten hexes of 2215. 

(UNI.42) All ships are at speed of 8. Facing at owner's option, WS-lll. 
(UN 1.43) Fighters from Short-range fighter strikes are set up on or within 
three hexes of their carrier or planetary base. 

(UNI.44) Fighters from Medium-range fighter strikes enter at the map edge 
on turn one. Hydran Harriers enter between 0101 and 0130 inclusive. 
Bargantine fighters enter between hexes 4201 and 4230 inclusive. Fac¬ 
ing and location is at the option of the owning player. 

(UNI.45) Fighters from Long-range strikes enter in the same areas as 
medium-range strikes, but on impulse #8 and in the specific hex. 

(UN 1.46) Use a floating map. The scenario continues until all units of one 
player have been destroyed or captured, or have disengaged. 

(UN 1.47) There are no Victory Conditions for individual scenarios. 

(UN 1.5) SCENARIO ORGANIZATION (LANDFALK SYSTEM) 

This format is used for scenarios in zone C. Note that there are two 
zone C scenarios in each round; each is resolved separately. 

(UNI.51) The planet of East Landfalk is in hex 261 7. The planet of West 
Landfalk is in hex 2114 (on a separate map). There is no other terrain. 
The map is fixed; it does not float. Each scenario continues until all ships 
and fighters of one player have been destroyed or captured, or have 
disengaged. If there are opposing ground forces on either planet, the 
scenario continues until the player without ships withdraws all of his forces 
to "remote areas" or until the player with ships decides not to dispute 
control of any remaining GCLs under enemy control or until the enemy 
forces are destroyed. 

(UN 1.52) It is necessary to determine who had "possession" of each part 
of the Landfalk System at the end of the previous round. This will be the 
last player who had ships (not fighters) on the board in the scenario of 
the previous round. That player deploys his ships within five hexes of the 
planet in that zone. If neither player had ships remaining at the end of the 
scenario of the previous round, enter as in (UNI .53). It is possible for the 
two halves of zone C to be held by different players; possession of both 
is required to establish victory. 

(UNI.53) If the Bargantine player is entering the scenario, his ships must 
all enter on between 4201 and 4230 inclusive. 

If the Hydran player is entering the scenario, his ships must all enter 
between 0101 and 0130 inclusive. 

All entering ships are at speed (on previous turn) eight, facing and entry 
hex at the option of the owning player, WS-lll. 

(UN 1.54) Fighters from short-range fighter strikes are set up (or enter) on 
or within three hexes of their carrier or planetary base. 
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(UNI.55) Fighters from medium-range fighter strikes enter at the map edge 
on turn one. Hydran Harriers enter between 0101 and 0130 inclusive. 
Bargantine fighters enter between hexes 4201 and 4230 inclusive. Fac¬ 
ing and location is at the option of the owning player. 

(UNI.56) Fighters from long-range strikes enter in the same areas as 
medium-range strikes, but on impulse #8 and in the specific hex. 

(UN 1.57) Harriers and Bargantine F-1 fighters are the only fighters that 
can be based on the planets. (Others can land there but cannot take off 
again.) They can only land, rearm at, and take off from, a ground combat 
location under friendly control. There are no drones stored on the planet. 
Any controlled ground combat location is assumed to have four deck crews 
and sufficient resources for four fighters, except for GCL-2617F (East Land¬ 
falk), which has resources for twelve F-1 fighters. (Harriers count as two 
fighters.) The term "resources" is taken to mean facilities equivalent to 
a fighter box on a ship, but it cannot be destroyed. If, at the start of the 
scenario, a player has fighters on a planet but does not control any GCLs, 
the fighters are destroyed. If, at the start of a scenario, a player has more 
fighters on the planet than his GCLs can support, any excess cannot be 
used in that scenario. 

(UNI.58) The point is to capture the two planets, which will involve a 
ground assault. Players are reminded that ground troops (those brought 
by the Hydrans and those available in the Bargantine system), boarding 
parties, and crew units drafted as militia are available for use. 

(UNI.59) There are no Victory Conditions for individual scenarios. 

(UNI.6) CAMPAIGN VICTORY 

Victory is based on two systems: Possession of the Landfalk System 
and destruction of ships. 

(UNI.61) BARGANTINES: If the Bargantines control Landfalk, their vic¬ 
tory is based on their two major ships (the D6 and AuxCV). 

If they lose both ships, they score a Pyrrhic Victory. They have pro¬ 
ven their independence, but will be unable to keep it 

If they lose either ship, and do not destroy a Hydran PFT, they win 
a marginal victory. They will keep Landfalk, but will probably come under 
some Klingon control. 

If they lose either ship, but destroy a Hydran PFT, they win a substan¬ 
tive victory. They will keep Landfalk and their freedom. 

If they lose either ship, and destroy both Hydran PFTs (or lose neither 
the D6 nor the AuxCV and destroy one of the Hydran PFTs) they win a 
decisive victory. The Klingons will recognize their independence and give 
them a D5 in exchange for an alliance. 

If they do not lose either ship, and destroy both Hydran PFTs, they 
win an incredible victory. The Klingons will give recognition, a ship, and 
an alliance to steal more territory from the Hydrans. 

(UNI.62) HYDRANS: If the Hydrans control Landfalk, their level of vic¬ 
tory depends on their loss of ships. 

If neither PFT is lost, they win a decisive victory, retaining all of their 
systems. However, if both of the Bargantine heavy ships (D6 and AuxCV) 
survive, the Hydrans will probably have another war with the Bargantines 
before the ISC arrive. 

If one PFT is lost, they will retain Landfalk but lose several other 
systems. If both PFTs are lost, they will probably lose Landfalk and several 
other systems to the Klingons. 

(UNI.7) NEW (BARGANTINE) UNITS 

(UNI.71) Exodrone: two space points, destroyed on 12th damage point, 
speed 32, warhead strength 50. It can be carried only by: the D6B, F-3 
fighters, or the ground launcher. 

(UNI.72) The troop transports and armed freighter are in the errata. 
(UNI.73) Bargantine fighters are as follows: 


Type 

Speed 

Phaser 

Drones 

Destroy 

BPV 

DFR 

F-1 

6 

P3-360 

none 

7 

3 

1 

F-2 

10 

P3-360 

2xlF 

9 

7 

2 

F-3 

14 

P3-360 

2xlF 

12 

8 

3 


The F-1 cannot be used for long-range fighter strikes. The F-3, and 
ONLY the F-3, can substitute one Exodrone for the two type-IF drones. 

(UNI.8) BARGANTINE FIGHTER BASE 

The Bargantines did not expect the Hydrans to attack, and hence did 
not substantially improve their defenses of the Landfalk System. Had they 
expected the attack, they might have constructed three major bases 
(2617F, 2617B, and 2114D), each able to operate up to 24 fighters, in¬ 
cluding F-1, F-2, and F-3. They would, presumeably, have stockpiled 200 
type-IF drones at each base. One or more of these bases could be assum¬ 
ed completed when the campaign begins. 
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ERRATA SINCE NEXUS #10 

As in every issue of Nexus since #7, this issue includes all of the 
errata generated since the previous issue. As before, much of this is not 
corrections, but expansions generated by players determined to find every 
possible new wrinkle in combat. 

This errata is complete to date, and supersedes all errata in Starietters 
#1-#25 and all personal replies dated before 1 March 1985. This errata 
should be combined with that in Nexus #7-9; the errata in Nexus #10 
(and some of that in #7-#9) was replaced by Update #1. This errata 
assumes that you have Update #1 or a VI R1 rulebook. 

Surprisingly, some people do not believe that errata in Nexus or 
Starletter is an official part of the game. It is. 

This errata was posted on the Star Fleet Battles Computer Bulletin 
Board on 8 March. An integrated version of the Nexus #7-#11 errata is 
posted on the SFB-CBB for those who want to download it. Information 
on this board is in an article on page 16 of this issue. 


Small letter subscripts: 
a = additional material for existing rule, 
e = modifies previously published errata, 
m = modifies existing rule, 
n = new rule; number not previously used, 
r = replaces existing rule entirely. 


(C0.0) MOVEMENT 

(Cl.31 a) To resolve the many questions as to this rule, the Committee 
has prepared the following chart showing the correct order. The chart 
is used in plotted movement to resolve tactical maneuvers. 

1. Monsters move. 

2. Ships move. 

3. Nimble ships move. 

4. Fighters move. 

5. Seeking weapons move. 

6. Bases rotate. 

7. Ships make tactical maneuvers. 

8. Nimble ships make tactical maneuvers. 

9. Fighters make tactical maneuvers. 

(C1.7n) RAMMING AND COLLISIONS 

There is no provision in Star Fleet Battles for ramming or colliding 
with another unit. No rules for this will ever be added to the game. Ram¬ 
ming is prohibited; accidental collisions are so unlikely as to be considered 
effectively impossible. (Note that docking, landing shuttles, and seek¬ 
ing weapons are not considered to be ramming.) 

(C2.12a) Note that this restriction (generating 30 movement points) in¬ 
cludes all possible conditions, such as towing or breaking through webs. 
Note that HETs and EM are rated in movement points, but not included 
in this limit. 

(C2.25n) Energy paid for high energy turns or erratic maneuvering is not 
included in calculating acceleration. It is not included in calculating how 
much faster a ship can go this turn than the last turn, and is not included 
in calculating the speed of the ship on the previous turn. 

(C6.36a) An HET may not be performed within 1/4 turn of a previous HET. 
(C6.38n) During the impulse that a ship performs an HET and for 1/8 
of a turn thereafter, the ship cannot: dock, be docked with, dock or un¬ 
dock PFs, launch or land shuttles. 

(C6.32n) A ship need not have fulfilled its turn mode to make an HET. 
(C6.521a) Nimble Orion ships do not get both benefits. Orion PFs act 
as PFs, not as Orion ships. 

(C6.555a) Note that this damage occurs only one time, not on every 
subsequent impulse. 

(C7.124n) The term "maximum possible speed" as used in the first 
sentence of (C7.11) does not include any energy spent for life support, 
shields (not reinforcement), or fire control. The ship may make these ex¬ 
penditures and then calculate its maximum speed based on the remain¬ 
ing energy. Note that this does not apply to calculating the ship's original 
power, 50% of which must be available to complete disengagement. 
(C7.23r) A ship must be more than 100 hexes from an enemy scout ship 
(with operating and unblinded special sensors) in order to disengage by 
separation. 

(C10.1 la) Note that each unit of impulse power used for this provides 
the equivalent of one hex of movement for EM, even if another unit of 
impulse power is used to provide an actual hex of movement. 

(Cl 2.32a) This restriction does not apply to speed changes taking place 
from one turn to the next. The first speed change in the first eight im¬ 
pulses is exempt from this rule if using (Cl2.311). 

(C12.34e) Ships cannot exceed their maximum speed (warp power/move¬ 
ment cost + one from impulse power or 31, whichever is lower) as the 
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result of a speed change. (Or at any other time, for that matter. The only 
exception is a very slow ship being towed.) 

(C13.32e) The starbase limit should be 26 docking points. B-IOs and 
FRDs are 36 docking points. Klingon, Kzinti, and Romulan-KRT single¬ 
weight pods are 3 docking points. Note that Hydran pods are called 
"pallets" but are not the same size as Lyran pods (which are also called 
"pallets"). The Lyran pallet is one point larger due to its unusual shape 
(very wide and flat). 

(Cl3.47) Scouts cannot use their functions while docked (internally or 
externally). 

(C13.922e) The turn mode of ships held in a link of this type is increas¬ 
ed by one. 

(C13.943e) ...with the full effect of its warhead on both ships. This ef¬ 
fect (full effect on both) does not apply to PFs, ships docked to bases 
or FRDs, or units docked inside other units. 

(C13.956n) Power cannot be transferred to or from PFs. Two PFs dock¬ 
ed to each other can transfer crews and small objects (e.g. crystals 
recovered in scenario SLxx), but cannot transfer power or weapons. 

(D0.0) COMBAT 

(D3.33a) Enemy sensors (assuming they have a lock-on) are capable of 
telling if a ship's shields are at full or minimum levels. 

(D3.34a) General reinforcement can be used so long as the shields are 
operated on at least minimum level, even if no shield boxes remain. 
(D3.54n) The ability to detect a dropped shield requires a lock-on. 
(D5.61a) Suicide shuttles and Scatter-Pack shuttles cannot "escape". 
(D5.63a) Booms and saucers must satisfy the conditions in (G12.0) to 
"escape." 

(D6.315n) Reserve power can only be committed to electronic warfare 
before weapons fire is declared. It cannot be allocated in response to a 
declaration of fire by direct-fire weapons. 

(D6.54a) The weapons controlled by that UIM when it burned out may 
not fire for one complete turn. Other weapons linked to standby UIM 
systems may not fire with UIM control for 1 /4 turn but are under no restric¬ 
tion if fired without UIM control. NOTE: As UlMs cannot be repaired during 
a scenario, that listing on the cost of repair chart is an obvious error. 
(D7.81a) Hit and Run raids can only be conducted against the highest 
undestroyed box on the sensor, scanner, or damage control tracks. Guards 
on those systems cannot be killed by damage to the system. 

(D7.84n) Two or more raids cannot be made by the same player (race, 
side, team) on a single box within a period of 1/8 turn. 

(D10.25n) One set of PA panels (all of those facing forward or aft) could 
be deactivated as in (D3.5) for a period of 1/4 turn. When deactivated, 
the energy in those panels is released as in (D10.422). 

(D12.1a) Fighters in the process of being armed count as armed fighters 
for chain reaction purposes. 

(D13.14a) Note that even with two Aegis-equipped ships, there are on¬ 
ly four firings, so those two ships would operate simultaneously in each 
case even if firing at different targets. Thus the first firings of all aegis 
ships must be announced (simultaneously with non-aegis weapons) and 
then resolved, then the second firing is announced and resolved, and so 
on. Units with aegis can skip one of the four firings, but cannot make 
it up later. This could mean that an aegis-controlled weapon destroyed 
in the first exchange would lose its three remaining shots. 

(D13.21n) Note that while the aegis system controls all direct-fire 
weapons (unless noted otherwise, for example the D-5), you are not re¬ 
quired to use it for all (or any) fire during any given impulse. 

(D14.1e) For example, the Federation CA with eight labs and a damage 
control rating of four could make eight attempts (assuming all are 
powered) but against only four systems, and these attempts must be divid¬ 
ed between the systems during energy allocation. 

(E0.0) DIRECT-FIRE WEAPONS 

(El.6a) Note that a narrow salvo must all be fired at the same instant, 
i.e. during the same impulse and all must be committed to fire before 
the die is rolled. Of course, a given ship could fire more than one narrow 
salvo at the same target on a given turn. 

(E2.25n) Note rule (G24.34), which allows any unit to fire phaser-l or 
phaser-ll weapons as phaser-llls for increased short-range defense. 
(E3.51a) This rule does not mean that an overloaded disruptor can be 
held until the next turn and then fired as a standard disruptor. It cannot 
be held at all, and must be fired or the energy is lost. 

(E3.55n) Reserve power can be used to overload a disruptor. 

(E5.7a) There is apparently an error, as E-racks can't fire ADD. 

(E5.8n) Anti-drones cannot be placed in a SP shuttle or MW drone. 
(E8.26n) The mauler beam is only operated for an instant. It does not 
remain on and cannot be slashed across the board (ala a "light saber") 
by turning the ship. 

(E8.34n) There is no restriction against using the batteries on the mauler 
ship for non-mauler systems unless specifically stated in the ship 
description. 
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(FO.O) SEEKING WEAPONS (Rules Update #1 assumed) 

(FD5.3a) The player cannot change the drone's target after launch. 
(FD7.41a) All restrictions remain in effect until the shuttle is aboard a 
friendly ship and a deck crew (assume one if the ship doesn't have deck 
crews) spends one action removing the special SP systems. A pilot beam¬ 
ed aboard after release could pilot the shuttle back to a ship (even by 
an indirect route), but could take no other action. 

(FD7.46n) If the SP is held in an enemy tractor beam at the time of separa¬ 
tion, it is under the same restrictions as a ship that is launching drones. 
If targeted randomly or at the holding ship, all will be fired at the holding 
ship; if targeted on a ship other than the holding ship, the SP will not 
be triggered. If the SP is held in a friendly tractor beam at any time, it 
loses its tracking (G7.52) and ceases to move, but it is not removed from 
the board. 

(FD7.47n) If a friendly unit fires on a SP, the SP loses tracking and comes 
to a halt; it will not fire. 

(FD9.0a) ECM drones provide their benefit to themselves and to either 
a ship they are assigned to protect (FD9.1) or to drones (FD9.2). 

(FP1.88) The section of rule (FD1.2) that deals with designating targets 
also applies to plasma torpedoes. As an option, players might experiment 
with keeping the target secret. 

(G0.0) SYSTEMS (Rules Update #1 assumed) 

(G2.23a) ADDs operate with an automatic and autonomous tracking 
system and are not affected by being uncontrolled. The "one-time" fir¬ 
ing restriction does not include fire conducted before the uncontrolled 
status went into effect. 

(G2.27n) The ship cannot benefit from a positron flywheel. 

(G4.3a) A maximum of one control space can be used for EDR. 
(G7.34a) Negative tractor beam (including that created by reserve power) 
can be applied at the instant a tractor is applied. 

(G7.35a) This applies to both those ships which never had tractors and 
those whose tractors have been destroyed. Andromedan ships without 
tractors are not required to use a TR beam but may do so. 

(G7.52a) SP and suicide shuttles are not removed; they cease to move 
and will not release or explode. 

(G7.94a) A ship held in a tractor beam can fire a probe as a weapon under 
(G7.91), but cannot use a probe to gain information. 

(G7.94a) Bases are not under this restriction. 

(G8.23a) A minimum of one point of shield power (not energy) is required 
to block transporters. This includes general reinforcement. 

(G10.53a) This ability can never be transferred to non-Tholians. A Tholian 
ship, captured and operated by another race, will not have this capability. 
(G10.59n) When a ship enters a web, it (in effect) decelerates because 
of the effect of the web. If this deceleration is particularly violent, it can 
cause damage to the ship. 

(G10.591 n) If the ship loses twelve or more movement points (that is, 
if the ship is moving at a speed of at least twelve and the web has a 
strength of at least twelve), the ship must roll for a breakdown as if it 
had made a high energy turn. (The once-per-scenario bonus can be used 
if it wasn't used previously.) This breakdown cannot cause tumbling. 
(G10.592n) Each point of speed lost (after the first twelve) causes one 
point of damage on the ship's forward shield (or whatever shield entered 
the web first). 

(G10.593n) Drones and fighters take one point of damage for each unit 
of speed lost after the first 20. They cannot break down. 

(G10.594n) PFs are treated as ships, but roll for breakdown only if they 
lose more than 20 movement points and take shield damage after the 
first 20 points. 

(G10.62a) This ability can never be transferred to non-Tholians. A Tholian 
ship, captured and operated by another race, will not have this capability. 
(G10.63n) The effect of a wild SWAC or wild PF scout does not extend 
through a web. 

(G12.62a) The reference should be (G12.12) not (G12.2). 

(G 13.331 a) Tactical maneuvers count as movement. HETs (if used) count 
as 5 hexes of movement. 

(G15.26a) Energy spent for HETs or EM is not movement and not limited 
by the speed. The ship could move 31, and perform these maneuvers. 
(G15.7) (Starletter #15) This rule was voided by Update #1. 

(G18.31a) Displacement devices are operated after explosions and before 
critical hits in the direct-fire segment of the sequence of play. 

(G 18.67a) While a displacement device can be used to send a ship across 
a web, a displacement device cannot be used by one ship on a ship that 
is on the other side of a web. 

(G18.69n) Displacement does not change the facing of the unit displaced. 
(G22.5) This officer can serve as a commando. 

(G22.8-3r) He improves the die roll by one for purposes of (S4.22). Note 
that in previous editions of the rules it was the weapons officer who had 
this function; it has been transferred to the navigator. 


(G22.9) This officer can serve as a commando. 

(G23.321a) The player must reveal the number of generators he plans 
to release when the 4-impulse notice is given. 

(G23.57n) Movement of the ship that is generating the ESG in such a 
way as to cause the field to contact another unit has the same effect 
as the movement of that unit. (i.e. the unit is damaged.) 

(G23.571n) Note that it is possible for the target unit and the ship 
generating the ESG to move (toward each other) on the same impulse. 
In this case, the damage is still resolved normally (the target cannot 
"jump" across the field), but the sequence of play must be interrupted. 
Use (Cl .31) to determine which ship moves first, move that ship, resolve 
the ESG damage (including all units damaged) immediately, then move 
the other ship and continue the normal sequence of play. 

EXAMPLE: A Lyran CA is in hex 1010 facing A and projecting an 
ESG into hex 1007 (among others), while a Hydran FF is in 1006 facing 
D. Both ships are scheduled to moved straight ahead, resulting in the 
Hydran FF being in 1007, the Lyran CA in 1009, and the ESG in 1006. 

It could be argued that the FF and ESG "passed" and there was no con¬ 
tact, but this is obviously illogical and the situation is resolved by the 
above rule. The same situation can occur when the ships are moving apart, 
in which case it is resolved the same way. 

(G23.572n) Note also that if the ESG ship is moving in the same impulse 
as its target, but is moved first in that impulse by (Cl .31), and the subse¬ 
quent (but same impulse) movement of the target again moves the ship 
clear of the field (but not across it), no contact with the field actually 
took place. 

EXAMPLE: In the above case, had the Hydran FF been moving in 
direction A, the CA would have moved first by (Cl .31) and would have 
moved its ESG into 1006, but the FF moves to 1005, avoiding it, even 
though the apparent non-simultaneity of the actual movement of the 
counters would seem to indicate otherwise. 

(G23.61a) Captor and sensor mines are damaged or destroyed by the 
ESG field as any other object would be, but do not explode or fire. (This 
explains why captor mines are usually protected by explosive mines.) 
Note also that a ship could strike several mines in the same impulse. 
(G23.84a) If fired from inside an ESG field at a target also inside the ESG 
field, the hellbore does not strike the ESG field. If fired from inside an 
ESG field at a target outside the ESG field, the hellbore strikes and is^ 
diverted by the field to the ship generating the field. 

(G24.24a) Players cannot install the "control seeking weapons equal to 
double the sensor rating" as a modification to a scout ship. 

(G24.34a) Other units can also use this system. With fractional accoun¬ 
ting, it could be assumed that the capacitor allows two firings of a ph- 
l/ll as a ph-lll, but not in the same turn or within 1/4-turn. 

(J0.0) SHUTTLES 

(J1.34n) A shuttle can be fired at on the impulse it is launched by any 
weapon that follows shuttle launch in the sequence of play. 

(J1.621a) Enemy shuttles cannot be pulled at one hex per impulse. No 
shuttle can be pulled at this rate through/into an atmosphere, asteroid, 
web, planet, moon, black hole, pulsar, or nebula hex. 

(J2.242n) SP shuttles cannot release their weapons until 1/4 turn has 
elapsed since their launch (and other conditions are fulfilled). 

(J3.12e) An operating WW on the board continues to function normally 
if crippled (although possibly at a lower speed). 

(J3.14a) Assuming that the pod is manned and equipped for indepen¬ 
dent operations and fulfills any other restrictions and requirements, it could 
move, use any of its own systems (including weapons), and even attempt 
disengagement (presumably by sub-light evasion). 

(J3.15n) A sub-light shuttle (for example, R4.90) can be used as a WW 
for any ship it would normally be assigned to. Of course, it could not 
move faster than one. 

(J4.21a) This rule has precedence over the note on page 94 of V2R0. 
The fighter must have the target in its FA arc to fire the drone; can guide 
it from any direction. 

(J4.23n) A normal fighter (as opposed to an EW fighter or two-seat fighter) 
cannot accept control of a seeking weapon from another unit. 
(J4.811r) Deck crews are killed when the shuttle/fighter box they are 
working in is destroyed. If several deck crews are working in that box, 
all are killed. Determine the number of deck crews functioning at the start 
of each turn; these are considered to function throughout that turn unless 
killed or involved in a transfer to another bay. 

(J4.813n) Deck crews are assigned to a specific shuttle bay and can work 
on any shuttle within that bay. Deck Crews transferred between two bays 
are unavailable for use on the turn that the transfer is made. 

(J4.821e) ...and anti-drones... 

(J5.43a) In published scenarios after Y180, booster packs are assumed 
unless specified otherwise. In "create your own" scenarios of an ap¬ 
propriate time period players desiring this equipment must buy it. 
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(K0.0) FAST PATROL SHIPS 

(KO.O) Survival pods are not defined or necessary within the framework 
of the game. It can be assumed that if rescue of the pods is possible, 
it will be attended to by the relevant staff officers without bothering the 
player-commander. 

(K1.6a) The cost of warp packs is included in the BPV of the PF. 
(K2.25n) Shuttles (single or double size, including fighters) can be held 
in a mech link as PFs, but cannot be rearmed or repaired there. (Note 
that some ships, specifically the Federation SCS, have mech links 
specifically designed to rearm double-sized A-20 attack shuttles.) 
(K2.43a) PFs cannot arm their weapons while docked, except that phasers 
can be energized and energy stored in their capacitors. Other weapons 
(disruptors, hellbores, plasma-F torpedoes, fusion beams, PPDs, etc.) can 
be armed if the PFT is at weapons status III. Drones and ADDs are not 
restricted; safety devices are included in the drone racks. 

(K2.64a) The cost of these booster packs is included in the BPV of the 
PFT itself. 

(K2.65n) Klingon and Kzinti PFTs (or ships carrying entire flotillas of drone¬ 
armed PFs) are assumed to carry 100 space points of spare drones per 
flotilla (in addition to those carried by the PFs and the ships drone racks 
and the reloads for them). Other ships carrying drone-armed PFs are 
assumed to carry three sets of drones for each PF, including the drones 
already carried by the PFs. 

(M0.0) MINES s 

(M4.228e) If the target is no longer available (destroyed, cloaked, behind 
a planet, etc), the mine will not fire. It will reset and look for a new target. 
(M2.46n) Explosive mines will not explode if their target is not within 
their blast range. 

(M7.34a) This procedure does not require any energy, but the ship must 
have a sensor rating of six and a general lock-on (e.g. not be cloaked). 

(P0.0) PLANETS 

(P4.25a) A black hole cannot be displaced. 

(P4.27n) Transporters cannot be used through a black hole hex. 
(P5.13n) These rules cover a randomly-variable pulsar. Is is, of course, 
entirely possible that the pulsar in question is regular, rather than variable! 
in its cycles. (Such a decision is up to the players.) Since this effect can 
be tracked from considerable distances, the length of each cycle is well 
known in advance. It should be selected randomly (the total of several 
dice is suggested) and thereafter the outbursts will occur regularly at that 
interval. In all other ways, a regularly-variable pulsar acts as a randomly- 
variable pulsar. 

(P5.35n) A variable pulsar cannot be put in stasis or displaced. 
Transporters cannot be used through a variable pulsar hex. 

(P6.7n) DEGRADED EFFECTS 

Many systems are degraded when operating inside a nebula. 
(P6.71) When calculating the information received by labs, add three to 
the true range to determine the effective range. 

(P6.72) Probes (fired as weapons or for information) have a maximum 
range of two hexes. 

(P6.73) Drones traveling within a nebula receive 1/4 point of "phaser 
damage" for every hex entered. Plasma torpedoes receive 1 point of 
"phaser damage" (1/2 point of warhead reduction) for every hex entered. 
(P7.6a) The zone is several thousand hexes thick. Weapons cannot be 
fired through it by ships from the outside. 

(P7.7n) Andromedan ships can never penetrate the radiation zone; they 
would die of radiation without their panels, and the panels would overload 
long before the ship penetrated the zone. 

(Q0.0) SUB-LIGHT GAME 

(QR1.12e) This should read "two points of energy" not "two points of 
damage." 

(R0.0) SHIPS (Rules Update #1 assumed) 

(Rl.ICa) All Klingon bases can fire one drone per rack each turn. 
(R1.9n) Free Trader: Option mount is 360°. 

(R1.10a) The FRD can dock two modules, one on each side. Two others 
could be docked in the positions (top and bottom) where ships are docked. 
(R1.18) SMALL TROOP TRANSPORT: This is a variant of the small 
freighter. Delete 5 cargo, add 2 transporter and 2 GAS shuttles. Con¬ 
vert 10 cargo to hull/barracks. Each barracks holds 10 boarding parties 
of ground troops, of which one is heavy weapons and one is comman¬ 
do. BPV = 36. 

(R1.19) LARGE TROOP TRANSPORT: This is a variant of the large 
freighter. Delete five cargo from each side, add two transporter and two 
GAS shuttles to each side. Convert 10 cargo on each side to hull/barracks. 
Each barracks holds 10 boarding parties of ground troops, of which one 
is heavy weapons and one is commando. BPV = 75. 
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(R1.20) SMALL ARMED FREIGHTER: Used in dangerous areas, or as an 
emergency warship in desperate times. Replace the P-3 with P-2, add 
two drone racks. Increase crew to eight with four boarding parties. BPV 
= 36. 

(R1.21) LARGE ARMED FREIGHTER: Used in dangerous areas, or as an 
emergency warship in desperate times. Add two P-2 (one LS, one RS) 
and two drone racks. Increase crew to twelve with six boardinq parties 
BPV = 75. 

(R1.82a) Wild scout PFs cannot exceed a speed of 12. 

(R3.81a) Rule (K1.52) has precedence over (R3.0). 

(R4.0) To calculate the value of modules, a SpH without them is 90 BPV; 
a SkH is 70. The ship cannot operate without modules. 

(R4.30) NOTE: While the Freight Eagle is a conversion of the War Eagle- 
class cruiser, it includes special internal bracing to carry its sled pallets. 
The War Eagle-class cruiser (also KE and others) cannot carry these pallets. 
(R4.81a) Plasma firing arc is fixed-FA. 

(R5.15a) The drone firing rates of the battle pod cannot be improved. 
(R6.81a) Plasma firing arcs are LP and RP. 

(R8.10n) PIRATE TRADER: Has two option mounts (FA) which are not 
restricted in available armament. 

(R8.81a) Plasma firing arc is FP. 

(R9.0) NOTE: While the Caravan-class tug is outwardly similar to the 
Ranger-class cruiser, it includes special internal bracing to carry pallets. 
The Ranger-class cruiser (also Dragoon, Lord Marshal, Cavalier) cannot 
carry pallets. 

(R11.15) The tractors on the Puma have mech links. 

(R11.16) The tractors on the Cougar have mech links. 

(R11.0) NOTE: While the Cougar/Puma-class tug is outwardly similar to 
the Tiger-class cruiser, it includes special internal bracing to carry pallets. 
The Tiger-class cruiser cannot carry pallets. 


(S0.0) SCENARIOS (Rules Update #1 assumed) 

(S3.3a) Labs are under the same limit as Hull. Cargo pods cannot be 
modified. Pods are modified independently of their tug, but the entire com¬ 
bination cannot exceed any of the limits for modifications. 

(S4.22r) It is the navigator, not the weapons officer, who modifies this 
die roll. 

(SL34.42a) The diplomats cannot be taken off the SL by the Feds. 
(SL34.43a) Note that this effectively keeps the tug from disengaging since 
it cannot move at maximum speed. 

(SL34.5a) A captured diplomat is worth 10 points to the Romulans; the 
Federation does not receive points because he is still "alive". 
(SL39.8a) If the tug drops it warp engines and disengages by sub-light 
evasion (or does not disengage but is rescued) the Federation gets only 
a tie, the Kzintis get no bonus and the Klingons get a 25-point bonus 
for (in effect) crippling an important Federation ship. 

(SM3.42a) If the ship is not within 10 hexes, the Moray Eel moves in 
direction A. If the monster follows the ship for five turns without catch¬ 
ing it, it will ignore the ship and move in direction A unless further diverted. 
It is presumed that an occupied star system is located 100 hexes from 
hex 2201 in that direction, and that the monster will cause no end of 
havoc if allowed to reach the system. In this case, the player will have 
lost the scenario. 

(SN11.2a) The F-5B enters the map from any hex (Klingon option) on 
the xx30 hex side on impulse 1 turn 1. 


(U0.0) CAMPAIGNS (Rules Update #1 assumed) 

(U3.2a) Romulan new-construction SparrowHawks and SkyHawks come 
with "A" modules. One ship (of either type, not each type) each turn 
can be produced with some other type of module. 

The cost to replace the rear half of a ship (to match a separated boom 
or saucer) is assumed to be 75% of new construction cost for a Klingon 
and 50% of new construction cost for a Federation CA/CC. For a Federa¬ 
tion DN with its engine the cost of the missing parts is 50%, without 
the central engine the cost is 66.7%. 

(UL1.2) Hydran set up should be part of (UL1.3). 

(UL1.29n) Ships may pick up replacements for crew, boarding parties, 
drones, transporter bombs, shuttles, fighters, etc. at any friendly base. 
This does not reduce what the base has on hand, but the ships cannot 
load more than their normal capacities. A single battle station can pro¬ 
vide 50 repair points (total, not per ship) per turn to friendly ships that 
spend the entire turn in that hex and do not participate in combat for 
that turn. This is the only refit/repair/resupply function in the campaign. 
(UL1.3a) All Hydran ships have " + " refits. All warships are assumed 
to carry 12 transporter bombs unless the players agree to dispense with 
them. 

(UL1.42a) All bases will have WS-II. 
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(XO.O) ADVANCED TECHNOLOGY (SUPPLEMENT #2) 

(X4.2) There is an error on the X-disruptor chart. Standard damage at 
range 9-12 should be 4, not 5. 

(X6.2) Probes fired from inside the hold are under the same launch-rate 
restrictions as shuttles or drones. 

(XR1.90) The BPV of an X-shuttle is 10. 

(XR3.3) Klingon FX phasers can fire to the rear like the D7. 

(XR3.6) Gorn ships do not retain the balcony-and-track system. 
(XR3.8) The option mounts are standard; they cannot carry R-torpedoes. 
This armament reduction was the design price paid for the cloak and ECM 
benefits. 

(XR3.12) Last two lines should say "...the WYNs referred to..." 

ANNEX #3 MASTER SHIP CHART 

Federation CLS is not valid; neither is conversion in N6. 

Klingon D7C (Doomslayer) BPV is 178 including cloak; this ship is a special 
type and not available for construction in campaign games. 

D7V BPV is 123. D7VK BPV is 126. 

Gorn SCF BPV should be 94/70. 

Lyran Cargo Pallet BPV should be 14/10. 

ANNEX #4 MASTER FIGHTER CHART: MRS BPV should be 8. 

ANNEX #6A BASIC EQUIPMENT LIST 

Disruptor range 40 = 6 points; Probe launcher = 1 point 

ANNEX #7H CLOAKING COST: 1 = Snipe-S; 3 = Snipe-A; 5 = Snipe-B 

ANNEX #8A DISRUPTOR RANGES 

30 hexes = Kzinti CVL, BP; Lyran Tug-C 
22 hexes = Kzinti CVE; Lyran Tug-P 

ANNEX #9 REPAIR COST: Fighter ready rack = 2 points 


STAR FLEET BATTLES COMPUTER BULLETIN BOARD 

In response to player demand, we have created a Star Fleet Battles 
Computer Bulletin Board (SFB-CBB). Now you can access the latest rules 
changes, errata, new ships, etc, immediately. For example, the errata 
for this issue was posted on the board BEFORE this issue was printed. 
The errata for Supplement #2 was posted before the product reached 
the stores. 

What's on the SFB-CBB? Announcements, product release schedules, 
convention schedules, the errata for each issue of Nexus, the con¬ 
solidated errata from ail issues of Nexus, debates, questions to ADB, the 
Origins Tournament rules and ships, the Klingon Tactical Command 
catalog, scenarios and new ships for playtesting, occasional new rules 
from Volume III, and anything else. There is about 200K of text stored 
on the board, there for your use. 

The SFB-CBB is a part of the Telescan Corporate Database. You 
subscribe to its various sections (Star Fleet, Wheat futures, insurance 
contracts, corporate public releases, and so on). The cost for Star Fleet 
Battles is $15 per year (or $5 for a three-month trial). 

Mail payment to Telescan, Box 30965, Amarillo, TX 79120. Note 
that ADB does not own or run the bulletin board; any financial dealings 
are with the board, not ADB or TFG. This cost is very nominal; we tried 
to find a free board in Amarillo that would give us 200K of disk space, 
but most boards don't have that much space total. Several people of¬ 
fered us space on boards around the country, but the cost of updating 
them by long-distance made that prohibitive. 

To contact this board, call 806-376-6203. The system runs on 300 
Baud, 7 + 1/E, and will talk to any ASCII computer. Registration is self- 
explanatory and familiar to anyone already using a modem. 

Procedure: Call the board, enter your name, select (T)elescan, register 
(first time only), go to system info and download the registration form 
(ignore the fee it mentions; the fee for SFB-CBB is as listed above). SFB- 
CBB is choice "F" on the Telescan menu, but you have to subscribe before 
the system will show you this selection. 

There is a free bulletin board in Amarillo (Burg Board, 806-374-9711), 
but we only have 2K of space on it for the hottest news. Go to: Post 
office, Read messages, Selective scan, Subject: Star Fleet. The SYSOP 
will give you write privileges 3 days after you log-on. 

So, the board is now operational. It's up to you to tell us if you real¬ 
ly wanted a Star Fleet board, of if you were just kidding. 


AN UNUSUAL CAMPAIGN 

Brian Collins and his playtest group are operating a unique SFB cam¬ 
paign. Admirals maneuver the fleets, but battles are mailed to groups 
around the country to be resolved. Send him a stamped self-addressed 
envelope for details. 4629 Trevor Circle #8, Rockford IL 61109. 
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PREVIEW AND REVIEW 

VOLUME III 

By now you should know that Volume III has been scheduled for 
Origins 1985. It will be shipped to wholesalers before the convention, 
but probably won't reach the stores until the weekend of the 28th. 

What will be in Volume III? Here's a partial list: 

★ A NEW RACE: The Interstellar Concordium, with a complete range 
of ships and their deadly new weapon ... the Plasmatic Pulsar Device. 

★ THE ANDROMEDAN INVASION: New classes of ships, new 
scenarios and campaigns, from this climactic intergalatic war. 

★ NEW SHIPS: Police and exploration ships for all races. Plus dozens 
of variants, refits, and new designs. 

★ MONITORS: Designed to provide protection for colonial star 
systems, the monitor has dreadnought weapons, cruiser shields, a light 
cruiser hull, and freighter engines (maximum speed of about 13). It should 
be more than a match for any marauding cruiser. 

★ TACTICAL INTELLIGENCE: This new set of rules will define exact¬ 
ly when you find out various things about your opponent. At one point, 
you might know it is a D-6/7, but you won't know if it's a D-6B or a D-7D 
until much later. Get close enough and you can tell when he's overloading 
his disruptors! 

★ NEW THOLIANS: The new Tholian ships with the Web Caster. 

★ NEW SCENARIOS AND CAMPAIGNS: Depicting exciting events and 
episodes from the final days of the General War, the subsequent ISC War, 
and the climactic Andromedan Invasion. 

SSD BOOK #5 

Due out in April, SSD Book #5 will include 48 more Commander's 
SSD Sheets, depicting Q-ships (both large and small), Monitors (part of 
Volume 3 two months early!), separated booms and saucers (from Klingon 
and Federation ships), and the more popular variants and refits. 

SUPPLEMENT #2 

The long-awaited X-Ship Supplement reached the players in late 
February and early March. As previewed in Nexus #9, X-Ships are now 
a full integrated part of and sequent to the General War. 

The SSDs for this product were done by the new State-of-the-Art 
method of computer (in this case Macintosh) generated graphics. Un¬ 
fortunately, this product also included the most errors on SSD sheets 
we had ever had. Here is the errata for the SSDs (the errata for the rules 
is in the Errata for this issue), most of which is easy to fix. 

Klingon D8 and Hydran XDD have some unnumbered phasers. 

Romulan XDD: Phasers are FA + R, FA + L, and RX. 

All Gorn Ships: Plasma arcs should be LP/RP, not FP. 

Lyran XCC: Has two shuttle bays. 

Lyran XDD and XFF side phasers are LS/RS. 

Orion XCA: Should have three transporters. 

Orion XCR: Forward phasers are FA + L and FA + R. 

Orion XLR and Tholian XFF should have 2x6 engines, not 2x12. 

All ISC ships need the Plasma-S chart. The XDD and XFF do not need 
the PPD chart as they don't have that weapon. These have FP or RP/LP 
arcs at player option. XFF left Emer should be Aux. 

How did this fiasco happen? It's mostly my (Steve Cole's) fault, but 
it began with Mike Thompson, who did the original ship designs. Mike 
sent them in with a note that they had been playtested for over a year 
and were perfect. Based on this, I (wrongly) set them aside until literally 
the last minute, when new playtesters discovered that more than half 
of the ships contained major errors and about 1 /4 of them were missing 
altogether. (Mike's playtesting notwithstanding.) I then furiously created 
the missing ships and fixed the others as the presses rolled. That meant 
that many of the designs had to go to press without Committee review, 
a risky process with predictable results. Proofreading under pressure from 
incomplete originals didn't help. Neither did problems with Task Force s 
new Macintosh that resulted in some known errors avoiding correction. 
If we can learn from our mistakes, the Volume III SSDs should be perfect! 

CONFIRMED! We are confirming the following things about Supple¬ 
ment #2 so that you can be sure we didn't make a mistake: 

Orion XCR and XFT engines are correct. 

Romulan ships are short a few boxes to pay for their cloak. 

Many weapons cannot be fired at a range of zero. 

Ships have one shuttle bay unless R3 says differently, even if the 
SSD appears to indicate two bays. 

X-Shuttles cannot gather tactical information. 

Type-IX drones (warp seekers) do full damage to ships. 

There is no way to fast-load a type-F plasma torpedo. 
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OURS IS BUT 
TO WONDER 

-WHY?" 


PLEASE EXPLAIN 

After studying the background for Supplement #2, Jeff Lefstin ask¬ 
ed why the Organians didn't simply turn off all space flight rather than 
unleashing the ISC or wringing their hands while the Andromedans in¬ 
vaded. The novel in which this occurred (Spock Must Die!) is so com¬ 
pletely contradictory with the rest of the background, and so illogical, 
that we simply chose to ignore it. Beyond that, locking everyone on their 
home planet would not allow them to reach their destiny, would hardly 
increase their willingness to cooperate, and would probably result in 
several cases of nuclear suicide. 

Why is it that the cloaking device is always outlawed in published 
scenarios? I have heard this complaint literally hundreds of times, but 
a quick analysis shows that there is no basis for it. There are 13 scenarios 
involving Romulans (SL18, 30, 34, 42, 44, 45, 65, 67, 73, 74; SH2; 
SN6 and 12). Of these, the device is fully functional in 8 of them, func¬ 
tional for one ship in SN6, and functional in SL74 and SH2 after the ships 
are active. In only two scenarios out of 13 (about 1 5%) is it arbitrarily 
outlawed. 

Considering the constant revisions and arbitrary rules necessary to 
make the PA panels work, wouldn't it be more reasonable to take it out 
of the game entirety? Hindsight is 20/20, and if we had known five years 
ago that it would be as much trouble as it has been, we might have re¬ 
jected it. You must remember that it was in Expansion #1, and way back 
then we really had no idea which direction or how far SFB was going 
to go. Since that time, we have become much more careful and many 
good ideas have been rejected because the rules would not work out. 
But taking the PA panel out of SFB at this point would cause more con¬ 
fusion that it solves. 

Exactly how do "warp factors" correspond to the speeds in the 
game? Warp one is one hex per turn, warp two is eight hexes per turn, 
and warp three is 27 hexes per turn. 

PRODUCT SUGGESTIONS AND QUESTIONS 

Many questions deal not with rules or background, but with the 
business policies of ADB and TFG. These deserve attention. 

Why not print packs of extra SSD sheets? How would we decide 
which ships to do? There are several hundred to choose from! If you will 
note, however, purchasers of SFB are given a limited license to copy SSD 
sheets for their own use. So, pick out your favorite ship, modify it to 
your specific needs, and then have a local quick-print company run you 
100 copies (which should cost about $5-$7). He can probably even bind 
them into a pad for you. 

Why is it that the Federation CA and Klin go n D 7 appear on most of 
the game covers? Because these are the most recognizable for non-Star 
Fleet players, and we need to attract new customers. And lest you forget, 
Kzinti, Lyran, Hydran, Tholian, Orion, Romulan, and Gorn ships have ap¬ 
peared on the covers of Nexus, Captains Log, and SFB Expansions #2 
and #3. 

Why is the Federation always winning on the cover? The Klingons 
will gain revenge on the cover of Volume III. 

Why were the three most popular races (Federation, KHngon f 
Romulan) put in three different SSD Books? If they had all been in one 
book, most people could have purchased just that one. Why is it that 
records have one hit song and one dud? Because with two hits you sell 
two records. Why is it that albums have two hit songs and eight duds? 
Because with ten hits you can sell five albums. In our case, it wasn't 
just the profit motive, but survival. If the three most popular races were 
in one book, there might not be enough people interested in the other 
two books to be worth printing them. So fans of the other eight races 
would never have Commander's SSDs, would get mad, and would quit 
playing. Then the whole game would not have enough customers to keep 
it going and none of you would have ever had Volume II. 

Why don't you sell SFB posters? This would seem to be a good place 
to make money (which of course could then be used to print more games). 
This question is similar to many others suggesting products other than 
posters, and the answer can serve for all of these questions. The pro¬ 
blem is that the 80 or so wholesalers carrying TFG/ADB/SFU products 
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carry a limited range of products, which does not include posters. The 
same thing applies to stores. (Go see how many toy stores you find with 
posters. Most posters are in bookstores or department stores that don't 
carry games.) Selling posters would mean recruiting an entire new line¬ 
up of wholesalers and retailers. That takes a lot of money and effort. Plus, 
we would have to print a line of 6-12 posters to get them interested! 
because the hassle (for them) of dealing with another manufacturer isn't 
worth it for one unknown product. (Note, for example, that while "Trivial 
Pursuit" is from a one-product company, it was on the market for two 
years before the wholesalers would touch it. Class Struggle, Uno, and 
Smoker's Wild also had to fight their way onto the market.) Also, it could 
take a year to build up the business. That means diverting a lot of money 
and manpower to produce a product line that, while it would seem to 
offer a profit, does not have a guarantee. Money is not unlimited, and 
producing a few posters would require the cancellation of Federation And 
Empire. Why divert money from proven products for unproven ones? 
Even if the posters did sell, they would not make much more return on 
the investment than selling games, and would require a lot more work. 
Nevertheless, TFG is constantly considering the possibilities for such a 
product line, perhaps marketed only (or originally) by direct-mail through 
Nexus. The problems there are, however, the same. Lots of money has 
to be tied up doing a product with an even smaller market and no 
guarantee that customers would want them. As an example on a smaller 
scale, ADB once produced and sold special Star Fleet Universe patches 
(suitable for caps, jackets, backpacks, etc.), which seemed like a good 
bet for a quick profit. They simply did not sell. The same scenario ap¬ 
plies to computer games. The problem is not in getting an SFB computer 
program written, but in getting it into production (and noticed by a new 
string of wholesalers) without bankrupting the company. 

In the boxed versions of Volume II the ru/ebook didn't have a cover. 
Why? Cardstock covers are not free, and are doubly expensive because 
they have to be added as a separate step from the binding of the pages. 
For this reason, cardstock covers were used only on rulebooks sold 
separately (and on a few boxed games packed when the warehouse ran 
out of rulebooks without covers). Since the rulebook is designed to be 
cut up and integrated with Volume I, the cover is not critical anyway. 
The new "square bound" rulebooks all have covers. 


THE TELEPHONE: CURSE OF THE GALAXY 

Why is it that ADB seems to discourage phone calls? / would expect 
to be treated royally if / went to the effort to call. When talking to so¬ 
meone on the phone, I am providing "entertainment" to one player. When 
pounding out something on my computer, I am providing "entertainment" 
to 20,000 or more players. ADB has only two full-time employees; while 
I am on the phone, the company literally comes to a halt. There are only 
so many hours in the day, and every minute on the phone literally delays 
the next product by one minute. It is simply not efficient to use the phone 
for chit-chat, and twenty or so phone calls pretty well shoots the whole 
day's work, depriving 1,000 players to benefit each one I talk to. For 
this reason, phone calls must be restricted only to business and to 
emergency rules questions (where the game is in progress or the cam¬ 
paign is about to begin). So please DO NOT use the telephone to discuss 
Star Fleet Universe philosophy or argue about whether the Klingons or 
the Gorns benefitted most from the last rules changes. Please send that 
in a letter (it may be used in Nexus ) or save it for a convention. 

Please NEVER call ADB to ask when a new product is coming out; 
ADB probably doesn't know. Call Task Force or (if you want to order the 
product) the 800-number for Games On Call. 


THINGS WE TURNED DOWN, AND WHY 

Brenton Burchmore of Australia suggested new tractor beam rules 
that would allow you to not only grab a ship but to tear his engines off, 
yank his weapons out, and dismantle the hull plate-by-plate. We turned 
it down because it would radically change the game and because it would 
require pages of rules on each ship governing just how well which parts 
were welded together. 

Several people suggested an "armored" drone that would be harder 
to kill. The problem is that such a drone would have to be larger (or have 
a smaller warhead) and slower and cost more, and when you account 
for all of that, it would be simpler to carry and fire two standard drones, 
which would accomplish the same thing. 

It seems every Kzinti wants to be able to drop inert drones that can 
be activated later, or launch them by transporter. The mechanics of the 
drone itself won't allow this method of deployment. 

Every six months or so someone suggests a scatter-pack armed with 
plasma-F torpedoes. It has never made it past the Committee. Such a 
thing would be impossible (from an engineering standpoint) and is simp¬ 
ly not necessary to the balance of the game. * 
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HISTORY of tie SfCOHD WOMB WAR 

SYSTCMS and APPLICATIONS 


"One down and eight to go ." 

— Ancient Russian Proverb. 


Hitler Turns Against Russia is Part 
1 in the new series from Task Force 
Games based on the book History of the 
Second World War by Sir B.H. Liddell 
Hart. When completed, there will be a 
total of nine parts covering all aspects 
of World War II: land, sea, air, logistics, 
production, politics and leadership. The 
first seven parts are stand-alone games 
with one to five scenarios each. Each 
scenario is designed so that it may be 
linked with the others to form longer 
games, and each new game will mate 
back with its predecessor. Epilogue 
(Part 8) provides full production rules, 
additional scenarios and the remaining 
map sheets not previously used. Finale 
(Part 9) has designer's notes, historical 
background, additional scenarios, final 
errata and leadership and political rules. 


SYSTEM DEVELOPMENT 

When I began the design of History 
Of The Second World War , my first 
concern was that the game system and 
play mechanics actually derive from the 
book; that is, that the name be 
respected. It would have been too easy 
to simply drop the author and title on the 
box, and then take some "safe" com¬ 
bat system, warm it over, and crank out 
another eastfront offering — easy, but 
not quite honest. 

So, I began work on Hitler Turns 
Against Russia by going back to the 
book, reading and re-reading the 
chapters on the Russian front, trying to 
find a game system. The first thing that 
struck me was the contrast between the 
text and the mapboard play of our con¬ 
ventional simulations. The book alter¬ 
nates the action; you get "Zhukov did 
this, then Manstein did this." On the 
other hand, I noticed that our traditional 
play sequence still uses the "move all, 
some or none of your pieces and resolve 
combat" — dating back to Tactics II. If 
the central focus of History Of The Se¬ 
cond World War was to be fidelity to 
the book, then a minimum requirement 
was the ability to track the book's narra¬ 
tive on the map using the game system. 


by Nick Schuessler 

With most current combat systems, this 
was simply not possible. Or, you might 
imagine the reverse — if history were 
written to fit our game designs: you 
would have a chapter describing all of 
the German actions for May of 1942, 
and the next chapter would set forth the 
Russian activity for the same period. 

While I was co-authoring Game 
Design: Theory and Practice with Steve 
Jackson in 1981, I did extensive analysis 
(a whole chapter, in fact) on play se¬ 
quence. At that time I concluded that the 
trend was to break the sequence into 
smaller and smaller increments to en¬ 
hance the simultaneity. Carrying this pro¬ 
cess to its logical conclusion, we would 
finally move back to the ultimate (and, 
ironically, the simplest) play sequence: 
you move a piece, I move a piece — 
reinventing what chess and checkers 
had been telling us for the past 
thousands of years. 

I tested this alternating move play 
sequence for History Of The Second 
World War, and the results were in¬ 
teresting. You could now follow the text, 
line for line, on the game map. 
Guderian's army would move, and 
Zhukov's front would immediately react 
— just as in the book. Of course, this 
was only possible because of the army/ 
front level of play in History Of The Se¬ 
cond World War, which results in a low 
counter density. It was easy enough to 
keep track of which counters had mov¬ 
ed by inverting them, whereas 
something like GDW's Europa 
mechanics would have been un¬ 
workable. Still, it was an informative ex¬ 
ercise — one that said something about 
our simulations and the assumptions that 
have directed their design for the past 25 
years. 

Thus, the first major contribution of 
the book to the game was in the se¬ 
quence of play. All movement — ground, 
sea and air — in History Of The Second 
World War is alternating; i.e., you 
move one piece or perform one routine, 
then I move a piece or perform a routine. 
As this concept has been further 
developed, we're finding additional ad¬ 
vantages. Although the game is at a 
grand strategic level, the alternating 
move play sequence provides for a bet¬ 
ter tactical feel. There is more opportuni¬ 
ty for feints and bluffs. And you get 
some interesting results when one player 
attacks at the bottom of the map, but the 


other uses his impulse to move a counter 
at the other end. 


OFF-MAP TRACKING 

The next thing that Liddell Hart 
showed us was that the combat 
strengths of the units should be variable 
throughout the turn. Again, it was an ob¬ 
vious conclusion — all of the historical 
works talk about units "running low" on 
whatever, or about the "battalion that 
was down to 50 men," etc. But our cur¬ 
rent games usually give us the combat 
strength printed on the counter. So if the 
unit was a "5" at the beginning of the 
turn, it is either eliminated or still a "5" 
at the end. When designers finally 
discovered that counters had two sides, 
the flip was used to note a reduction in 
strength. In other games (such as Reed's 
The Longest Day) there were whole sets 
of counters to show the draining away 
of strength. 

But even with step reductions, the 
constraint was still the play sequence. 
A unit's strength didn't degrade during 
the turn, but rather as a result of com¬ 
bat at one fixed point (usually at the 
end). In reading History of the Second 
World War , however, the text clearly 
shows that there was a constant dropoff 
in strength — especially if supply con¬ 
siderations were involved. 

To represent this, we began with 
our alternating move sequence, and then 
devised a system of tracking the 
characteristics of the unit counters off- 
map on status sheets. Here the strength, 
movement expended and other items are 
changed throughout the turn to reflect 
the action on the map, without the need 
for additional (and expensive) counter 
sets. It also provided some means of 
limited intelligence, allowing players to 
miscalculate or misdirect — another area 
to which Liddell Hart devotes a great deal 
of time. 

Certainly, there was nothing new 
about tracking unit characteristics off- 
map. SPI's War In The Pacific used ex¬ 
tensive off-map displays, as does 
Hitler's War (Metagaming/AvalonHill). 
The drawback in both of these games 
was that the tracking is done with 
counters. We opted for a pencil-and- 
eraser system. This helped out with 

continued on next page 
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Hitler continued 


costs, and allowed for better fine-tuning 
of the results. 

Also, we needed to look to the 
finished game (all four-by-eight feet of 
it) instead of any single part. Aside from 
the additional space and counters that 
would be needed for a flat off-map 
display, you also would be constantly 
running from one end of the table to the 
other to check the display against the 
map. With standard-sheet off-map 
displays, you carry an entire nation 
around on a clipboard to wherever the 
action is. 

But aside from the mechanics, the 
most important aspect of the off-map 
display is the continual adjustment to the 
combat strength and movement on the 
status sheets. Since moves are alter¬ 
nating, one counter must finish all of its 
movement and combat in a single im¬ 
pulse. With the off-map display, each at¬ 
tack will be with a different strength, 
since the losses of the last attack will be 
entered before the next attack begins. 
Thus, you can (if you push too hard) burn 
out a unit. When the impulse passes to 
the other player, he may take advantage 
of this weakened state. 


MOVEMENT AND COMBAT 

With the play sequence and 
mechanical considerations in hand, we 
were ready to work on the movement 
and combat systems. Again, it was the 
book itself that set the basic parameters 
for these routines. First, we noted that 
the division, the basic combat unit, really 
didn't get "eliminated," as happens in 
so many games. Both Liddell Hart and 
other sources talk about divisions being 
carried on the books, even at greatly 
reduced strength. On the other hand, the 
effectiveness of a division did reduce, 
even if the division itself was still treated 
as a full unit. 

Next, Liddell Hart discusssed the 
adverse effects of long, intense move¬ 
ment on the fighting effectiveness of 
units. Russia, North Africa and France 
1944 all come to mind. So we wanted 
a way to inflict the equivalent of a com¬ 
bat loss on a unit which had pushed itself 
beyond some kind of basic capability. 
This would allow for the driving "forc¬ 
ed marches" of Rommel and Guderian, 
but would exact a cost. 

Finally, and unfortunately, we had 
no hint of Liddell Hart's ideas on how ac¬ 
tual combat odds translated into victory 
or defeat in an engagement. Here, it was 
necessary to go to other sources for the 
nitty-gritty of a combat results table and 
related materials. 


To reflect these items, I began by 
setting up two rating categories on the 
status sheets. The "base" was an 
evaluation of the counter strength at its 
full complement — roughly TOE 
strength, or what it should be. The se¬ 
cond category was "strength," and this 
was the variable, which would change 
throughout the turn. Having two 
categories was not as cumbersome as 
might be expected. The base for the 
counter only changed during the 
Logistics Phase, once per turn, but was 
otherwise fixed. Both numbers were bas¬ 
ed on the number and type of divisions 
or division-equivalents assigned to the 
unit counter. 

For losses, the design process was 
much harder. I finally settled on the con¬ 
cept of the "percentage loss," which 
was a percentage times the base which 
was then subtracted from the strength. 
The most controversial part of this pro¬ 
cedure is that it requires the use of a 
common four-function calculator to play 
the game. There was a certain amount 
of hesitation here, because I had always 
held the opinion that a game should be 
complete in itself. On the other hand, 
calculators have become almost too 
common, and the advantages in being 
able to take small increments of loss 
seemed to outweigh the disadvantages. 

Movement is the same for all units: 
30 movement points per turn (equivalent 
to the number of days in the one-month 
turns). A movement table gives specific 
costs for each hex entered, attenuated 
for weather, terrain, area and type of 
movement. As we worked up this "30 
day" concept for movement, there were 
instances where infantry counters could 
not move a single hex because of the 
scale (1 75 miles per hex at the equator). 
So a percentage loss was charged for the 
move, showing that you could move, but 
only at some cost to your strength. 

Combat was, naturally, the most 
difficult area in the game. First, we had 
to ensure that the combat system would 
be applicable to all of the game's parts. 
That is, it would do no good to have a 
system that worked fine in the Soviet 
Union, but fell apart later on when the 
action moved to the Pacific. T.N. 
Dupuy's Numbers, Predictions and War 
and other sources provided the basic 
data, translated into a percentage loss. 
(Oddly, Dupuy is one of Liddell Hart's 
most vociferous critics: equally odd, 
Dupuy's numbers generally validate Lid¬ 
dell Hart's theories on the superiority of 
the defense in modern cci.i.sat.) 

As the combat system matured, we 
finally decided that the dice roll would 
represent the number of days in combat, 
rather than a probability outcome of"ac- 
tual events." With this concept, things 
still seemed to "work." Two dice give 


a 16.6% probability of a "7," which is 
about the right number of days for 
army-level combat. To add a bit of dirt, 
both the attacker and defender track the 
dice roll in the movement column on the 
status sheet. Hence, a unit that has mov¬ 
ed to its limit as it begins combat can 
quickly find itself taking additional losses 
from the "movement" given by the dice 
roll as the total exceeds 30. 

The combat results table is deliber¬ 
ately "bloody" as these things go. There 
is only a minimal chance of escaping 
without loss, and players from the SPI 
school will search in vain for that magic 
right-hand column where the defender is 
automatically eliminated. The counter's 
strength grinds down slowly, rewarding 
historical tactics. And the counter's 
strength must be at zero before losses 
are taken from the actual divisions that 
compose the unit. 

To add some tactical flavoring, we 
threw in a combat matrix (loosely echo¬ 
ing the scissors-rock-paper attempt in 
Avalon Hill's Kriegspieu. The type of 
attack and mode of defense determine 
the combat results table and establish 
other requirements. 

Watching the system in play is in¬ 
teresting. Since both players are involv¬ 
ed in most of the routines, there is no 
"dead time" for the non-phasing player 
— no chance to catch up on your 
reading, War iN Europe style, while the 
other guy is moving. The status sheets 
seem to work well enough; nobody 
seems to fumble all that much for essen¬ 
tial information. In the actual play, there 
is a certain anxiety level generated by the 
limited intelligence and the uncertainty 
of the matrix. Given the many options, 
it's impossible to set up a "sure" attack, 
so the combat decisions are more tied to 
overall player strategy. That is, you at¬ 
tack because the enemy unit sits be¬ 
tween you and your objective, not 
because there is a chance for a quick, 
cheap kill. At army-level play, you get 
much more interested in the "big pic¬ 
ture" than in worrying about specific 
casualties — much, we hope, like the ac¬ 
tual options and problems of the war 
itself. 

B.H. Liddell Hart was never overly 
concerned with specific orders of battle, 
and those who open History of the Se¬ 
cond World War looking for definitive in¬ 
formation about exact divisions will be 
(understandably) disappointed. Liddell 
Hart's focus was on very high level deci¬ 
sion making — broad outlines of in¬ 
dustrial and military strategy. The OB in 
his book is generally at an army or army 
group level; subordinate formations are 
mentioned only if they were incidental to 
some critical action. 


continued on next page 
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Hitler continued 

In developing the status sheets, I 
decided that a gross measure would be 
the division or division equivalent, and 
the OB, such as it is, reflects this. The 
Soviet "divisions" are really corps, and 
we added the usual specialized units to 
reflect the Russians' unusual organiza¬ 
tion (ditto the Japanese in later games). 
But for all others, the division provided 
a kind of rough measure of the army's 
effectiveness. It also allowed us to con¬ 
centrate on the game system, as oppos¬ 
ed to dumping heavy research into the 
arcane. 

Liddell Hart had a somewhat com¬ 
plex view of the value of partisans. So 
for the Russian Front we deleted the Ger¬ 
man security divisions and eliminated all 
partisan considerations — assuming that 
the two would roughly net out. Other 
German irregular formations were fac¬ 
tored in; e.g., the German cavalry divi¬ 
sions were treated as infantry until they 
were pulled and reorganized into panzer 
formations, light divisions and separate 
brigades were counted as "halves," etc. 

For the chapters on Russia, there is 
a good correlation between the book and 
the game in the OB. The worst parts 
were at the very beginning and the very 
end — when Russian and German forma¬ 
tions were disappearing or being renam¬ 
ed on a frequent basis. I did try to reflect 
all of these changes within the confines 
of the counter mix. Those who would 
like further refinements might consult 
the appendices in Seaton's The Russo- 
German War, 1941-1945. 

But the main point here is that this 
level of play is really not about specific 
formations. At one point, in fact, we 
toyed with the idea of going to the 
"generic" unit counter of SPI's Global 
War, where the combat factors sup¬ 
posedly represent manpower and equip¬ 
ment only. However, historically, armies 
were maintained as identities, and we 
finally decided to retain this fact in the 
counter mix. Also, I hope in Part 9 to 
have rules for leader counters— a design 
element so common in Civil War and 
Napoleonic gaming, but oddly absent in 
World War II play. 


MAP AND COUNTERS 

A couple of comments come to 
mind on the map. First, Norm Royal did 
a majestic job of making the History Of 
The Second World War map something 
which approximates a true work of art. 
His professional graphics skills and artis¬ 
tic sense combined to select just the 
right solution to all of the problems that 
I managed to create. Second, like most 
of the other elements in History Of 


The Second World War, we looked at 
other systems first and generally found 
that Liddell Hart's work demanded 
something quite a bit different. 

The map departs from the traditional 
design in that the terrain does not con¬ 
form to the hexes and hex sides. We had 
some comments about this approach. 
The most common was that after 
repeated play the gamers would settle on 
a definition of the hex anyway, resulting 
in the same thing as regularized terrain. 
So, the query goes, why not just do it 
that way to begin with? The second sort 
of built on the first: Weren't we 
deliberately creating unnecessary confu¬ 
sion by engendering fights about the ter¬ 
rain definition? Both comments are valid 
in some ways. 

It is true that the terrain definitions 
will cause some minor confusions. 
However, there were two considera¬ 
tions. First, we wanted the map to be 
visually appealing — something that 
can't really be done if the whole thing 
looks like a beehive of many colors. Here 
we have the world as it was viewed by 
those who prosecuted the war. We did 
make some decisions regarding the 
shorelines and developed and 
undeveloped areas. But the elevations, 
forests, swamps and jungles were set 
where they fell on the master map. Se¬ 
cond, we felt that it was time to give the 
players an opportunity to make their own 
terrain judgements. 

I had originally wanted to do the en¬ 
tire map using grid points. These are dots 
or small numbers equivalent to the 
centers of a hex pattern, thereby 
eliminating the need for the beehive. Un¬ 
fortunately, the cities of the world didn't 
correspond, so we were forced back in¬ 
to the traditional hex grid for the land 
masses. However, we did retain the grid 
points for the water areas. Another 
design idea tried and discarded was to 
represent the curvature of the earth with 
different-sized hexes (or some other 
grid). After some unsuccessful tests, we 
were back to the movement areas, with 
costs adjusted accordingly. 

THE SCENARIOS 

Hitler Turns Against Russia has 
most of the usual scenarios. However, 
since we determined to build the 
scenarios around the book chapters, 
there are some interesting distinctions. 
For example, B.H. Liddell Hart begins 
Chapter 18 with the Moscow Counterof¬ 
fensive of 1941; normally, this action is 
tacked onto the end of the Barbarosa 
campaign of the summer and fall. The 
same pattern occurs in Chapter 28, 
which opens with the Russian winter of¬ 
fensive of 1 942-1943 following the en¬ 
circlement of Stalingrad. A further in¬ 


teresting distinction is how Liddell Hart 
combines the 1944 Soviet winter offen¬ 
sive with the "Destruction of Army 
Group Center" the following summer. 
Most games have the destruction of Ar¬ 
my Group Center standing alone as a ma¬ 
jor operation. 

Using the book chapters this way 
gave a little better perspective to the 
conduct of the war. Traditionally, the 
Soviets are the step-sister in the 
scenarios (until very late in the war), their 
attacks being lumped at the end of the 
German offensive. By breaking out the 
Soviets into their "own" scenarios, we 
eliminate the pro-German bias that has 
plagued the Russian Front in most of our 
gaming. Liddell Hart's own sympathies 
were probably with the Germans, given 
the post-war situation and his own inter¬ 
views with the German generals in cap¬ 
tivity. But his historical sense recogniz¬ 
ed the valid military accomplishments of 
the Soviets against the Germans and 
reflected this in the chapter organization. 

In gaming terms, the results are 
novel. The Russian player doesn't have 
to wait until 1944 before being able to 
attack (a la War In Europe) , and the idea 
of a Soviet counterattack in 1941, nearly 
non-existent in most games, is now 
possible (and even encouraged). 


AIR AND NAVAL SYSTEMS 

Task Force Games has Part 2 — The 
Overrunning Of The West and Part 3 — 
Counterstroke From Egypt planned for 
1985, with a fair prospect for Part 4 — 
The Battle Of The Atlantic as well. 
The Overrunning Of The West will pro¬ 
vide full air rules, while the naval sytem 
will come in Counterstroke From Egypt. 
Both of these are proving to be more dif¬ 
ficult to develop than the ground rules 
in Hitler Turns Against Russia , partly 
because of the general complexity of the 
subject matter, and partially because of 
B.H. Liddell Hart's tendency to focus 
more on ground operations. 

The complexity is generally related 
to the scale of the game. Army-level play 
for ground operations has worked quite 
well, and it was easy to handle because 
the army was treated as a moving and 
fighting unit. In air and naval combat, 
especially in the Second World War, the 
results were an aggregate of numerous 
individual encounters. The design pro¬ 
blem, then, is whether to lump the 
planes and ships together and treat them 
as "armies" that fly and sail, or to go to 
much smaller increments of interaction 
at the risk of (unnecessary?) complica¬ 
tion of the game mechanics. It is to be 
hoped that the legendary "middle 
ground" exists, and it is this for which 
we now heroically search. ★ 
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[Editor's Note: For those of you who have been wondering what 
the funny counters in Hitler Turns Against Russia were all about, we 
present Chapter 5, The Finnish War. Joining the Civic Guard only takes 
one weekend a month, and you get to camp out in the woods and do 
other neat stuff...] 


1. SITUATION 

This chapter scenario covers the period from the Soviet invasion 
of Finland to the Finnish acceptance of the Soviet treaty conditions. 
The scenario is played in three game turns: December 1939 through 
February 1940. 


2. SETUP 


a. Finnish Player. 


UNIT 

HEX 

BASE 

STR/ARM 

COMPONENTS & STRENGTH 

Inf 

2 

finn. (E) 

2111 

2 

2/0 

1 

finn. (E) 

2111 

2 

2/0 

1 

6. finn. 

2010 

2 

2/0 

1 

9. finn. 

1908 

2 

2/0 

1 

Mannerheim 

2012 

12 

24/0 

6 


(The two units in hex 2111 are entrenched at +6.) 


b. Soviet Player. 


UNIT HEX BASE STR/ARM COMPONENTS & STRENGTH 

Tank Mot Rfl Arty 

4 4 2 3 


7th Army 

2113 

22 

22/1 

1 

9 

8th Army 

2211 

18 

18/0 


9 

9th Army 

2109 

10 

10/0 


5 

13th Army 

2113 

12 

12/1 

1 

4 

14th Army 

2204 

6 

6/0 


3 


3. SUPPLY. 

Soviets draw supply from their setup hexes. Finns draw supply 
from any hex in Finland. 


4. WEATHER AND REINFORCEMENTS. 


Month/Weather 

USSR 

Finland 

Dec 1 939/Snow 



Jan 1940/Snow 

Add 1 2xRfl, 

Add 1 xlnf to 

Feb 1 940/Snow 

2xTank and 

2xArty to 7th or 

1 3th Armies. Add 
19. Army at 2013 
with 3xRfl. 

Mannerheim. 


5. SPECIAL RULES. 

a. Rules in Force. This scenario uses the rules from Section One, 
Two, Five, Seven and Ten only. Note that the Naval and Air Opera¬ 
tions phases are omitted from the Sequence of Play listed in Section 
Two. There are no naval or air operations in this scenario. 

b. Initiative. The Soviet player has the initiative for all turns of this 
scenario. 

c. Finnish Civic Guard. Hexes in Finland not occupied by unit 
counters are assumed to have an intrinsic Civic Guard defense. Civic 
Guard defends with a Strength/Armor of 1/0 and always defends in 
a Hold mode. It functions in all ways as if there were actually a unit 
counter in the hex (i.e., the Soviet must pay a movement cost to ini¬ 
tiate the attack, add the die roll to their movement, take the casualties, 
etc.) Soviet units may retreat into hexes in which Civil Guard units 
are located, but must then attack the Civil Guard unit during the im¬ 
pulse of retreat. The Civic Guard may not be encircled and is 
automatically "eliminated" (actually, runs away) at the completion of 
the combat, whereupon the Soviet unit occupies the hex. The Civil 
Guard unit re-forms and blocks supply for the Soviet unit when the 
enemy unit leaves the hex. 

d. Finnish Ground Units. The two numbered Finnish Divisions (6. 
and 9.) pay Arctic Developed movement costs for the entire scenario. 
If either of these counters is destroyed, they may be redeployed dur¬ 
ing the Logistics Phase, and a division is deleted from the Mannerheim 
line. The two unnumbered divisions entrenched at 2111 may not move, 
but are not required to remain entrenched. 

e. The Mannerheim Line. The Mannerheim Line is a fixed fortifica¬ 
tion [as opposed to the entrenchments described in rule (5.7)]. It func¬ 
tions as a unit counter in that is has a line on the status sheet and 
may have components assigned to it. However, it may not move or 
be encircled, it defends in either a Hold or Counterattack mode, and 
it doubles the defensive strength of any component assigned to it for 
attacks made from hex 2113. The Mannerheim Line extends from the 
Gulf of Finland to Lake Ladoga, and all of hex 2112 is considered to 
be on the east side of the lake for the purposes of this war. 

f. Finnish Reset Limits. Finland had a limited population, and was 
able to provide only limited manpower to replace its combat losses 
and thus restore the capabilities of its fighting units. Finnish units may 
be reset normally with the exception that the Finnish player is limited 
to a total of 10 strength points for reset for the duration of the war. 

g. Soviet Amphibious Assault. The Soviet 19th Army may move 
and attack across the frozen Gulf of Finland to hex 1913. This is nor¬ 
mal movement (there is no penalty for crossing the blocked hexside). 

h. Soviet First Turn Objectives (Optional). The 14th Army must 
attack Petsamo (hex 2104) and continue attacking until it captures 
the city. The 9th Army must move toward hex 1909 and continues 
moving and attacking until it is destroyed or captures the hex (the 
movement limit is suspended, and the 9th Army takes percentage 
losses for all movement in excess of 30 points). 

i. Unlimited Russian Unit Movement. Russian units may freely exceed 
the 30 movement point allowance by taking percentage losses until 
their strengths equal zero for all movement points expended in excess 
of 30. 

j. Russian Combat Losses. Combat losses (only) are doubled for the 
Russian units, but not for their allies. 

6. VICTORY CONDITIONS. 

The Soviets win by breaching the Mannerheim Line (i.e., captur¬ 
ing hex 2012) or by capturing Helsinki (hex 1812). Any other result 
is a Finnish victory. If the Soviets meet these victory conditions, the 
borders of Finland are adjusted to the dashed lines (as a result of the 
negotiated settlement) for future campaign game play. ★ 

Effective 3/85 
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HISTORY OF THE SECOND 
WORLD WAR ERRATA 

I remember when the first errata for 
The Longest Day was published in 
Avalon Hill's General. They called it 
something like "Additions and Clarifica¬ 
tions," on the premise that one shouldn't 
have "errata" for a game that priced in 
at sixty-five bucks. For History Of The 
Second World War , we cheerfully 
acknowledge that there will be errata. In 
fact, the layout of the rules (all of those 
"blank pages") is deliberately designed 
for changes and updates. A full revision 
of the ground rules will appear in The 
Overrunning Of The West. In the mean¬ 
time, the following are some "clarifica¬ 
tions" based on the letters received to 
date: 

(5.2.3) [addition] (d.) Any unit enter¬ 
ing a hex will pay the cost for crossing 
the hexside or the cost for the dominant 
terrain of the hex, whichever is greater. 

(5.2.8) [change] No more than four 
friendly ground unit counters may oc¬ 
cupy a single hex at any given time. This 
limit also applies to friendly units mov¬ 
ing through a hex. That is, if there are 
already four friendly units in a hex, no 
other friendly unit counter may enter or 
move through that hex. 

(5.2.9) [change] When a unit moves 
adjacent to an enemy unit, it must either 
stop movement for the turn or attack the 
enemy unit. An attacking unit may never 
move through an enemy unit. If a unit 
begins a turn adjacent to an enemy unit, 
it must either attack the unit, not move 


or move so that it is no longer adjacent 
to that enemy unit. However, a unit may 
move directly from one hex adjacent to 
an enemy unit to another hex adjacent 
to a different enemy unit. In other words, 
a unit may never bypass an enemy unit 
by moving through hexes adjacent to or 
containing that unit. [Exception: see 
(5.7), Encirclements.] 

(5.4.2) [add] Percentage losses are 
always taken separately and may never 
be combined. That is, if there is a loss 
for movement, a combat loss and then 
an additional loss for movement because 
of the dice roll, there would be three 
separate percentage losses. Note that 
the doubling of losses for the Soviets and 
Japanese only apply to combat losses. 

[add] Players may voluntarily de¬ 
stroy unit counters by eliminating all of 
the composition and removing them 
from play. This action counts as an im¬ 
pulse, and the counter may be 
redeployed during any subsequent 
Logistics Phase. 

(5.5.3) [add] Even units which have 
finished their impulses must attack or 
withdraw, taking any applicable percen¬ 
tage losses in the process, if an enemy 
unit is in the hex. That is, when the turn 
finishes, the only instance where oppos¬ 
ing units may be stacked together is in 
an encirclement. 

(5.6) [change 3rd paragraph] While 
the attacking unit must stop movement 
for the turn when it is used to encircle 
an enemy unit, it may move away from 
the encirclement on any subsequent turn 
and leave other units behind to maintain 
the ring. An encircled unit always 


defends in the Entrenchment mode. A 
unit which was entrenched prior to the 
encirclement (including units which plot¬ 
ted an "E" during the previous Logistics 
Phase) receive the normal bonus for en¬ 
trenchment. A unit which is not entren¬ 
ched must still defend in the Entrench¬ 
ment mode, but receives no bonus for 
entrenchment. 

(5.6.1) [change] (1.) The unit must 
leave any entrenchment and forfeit any 
future benefit from the entrenchment to 
break out. 

(5.6.1) [add] Additionally, a reliev¬ 
ing force may break an encirclement by 
attacking the encircling unit and forcing 
it out of the hex (off the encircled unit). 
All encircling units defend together 
against an attack by a unit attempting to 
relieve the encricled unit(s), but this 
defense it made at one-sixth of the nor¬ 
mal strength/armor of the defending 
unit(s). 

(5.6.2) [add] The armeeabteilungen 
counter is always deployed adjacent to 
the encircling unit. If all hexes adjacent 
to the encircling unit are enemy- 
occupied, the non-enemy-occupied hex 
which is closest to the encirclement is 
used for deployment. 

(5.7) [add] For Soviet and Japanese 
units, this reduction in losses is 
calculated after the units' combat losses 
are doubled. 

PLAYER REFERENCE CARD 

[change] On CRT A, the intersection of 
"Odds 1:6" and "Die Roll 7" should in¬ 
dicate a result of "26/4." ★ 
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by A. D. Howard 

[Editors note: The following rules 
will allow one to play the scenario , The 
Brawl, presented in this issue. These 
rules are somewhat simplified from those 
of the boxed game and do not cover 
such things as Derring-do f Secret 
Passages and numerous others. 
However , the following should give one 
a feel of what the game is like. Players 
who do not yet own the game will need 
to make playing pieces and will have to 
obtain a twenty-sided die. Players who 
do own the game may wish to incor¬ 
porate certain rules from the game.] 

(1.0) MOVEMENT 

Unlike the boxed game, all 
characters will have a movement 
allowance of one space per turn. A space 
is considered to be a separate room, a 
hall, stairs, or a divided area of a large 
room. Each space (except for stairs) will 
have a designation (i.e., "1A," "2A," 
etc.). 

(1.1) Each space has the numbers "1" 
through "6" printed in it. Each turn, the 
player will roll a six-sided die for each un¬ 
controlled character and will locate the 
corresponding number in the space the 
character is currently in. If the number 
rolled matches a number that is adjacent 
to another space, the character will be 
moved into the adjacent space. If the 
number rolled is in the center of the 
space, the character does not move this 
turn. (Note that in the solitaire game, all 
characters except for the Musketeers are 
considered to be uncontrolled 
characters. In the two-player scenario, 
only the bystanders are considered to be 
initially uncontrolled.) 


(1.2) A player may determine if the 
characters he controls are to move, and 
if so, which adjacent space they will 
move to. (To add uncertainty to the 
game, a player may wish to conduct all 
movement randomly.) 

(1.3) In spaces "1 A," "1 B," "1 C" and 
"1 D," player-controlled characters may 
not move diagonally. 

(1.4) If any character (controlled or un¬ 
controlled) moves up (or down) the 
stairs, that character's first turn of move¬ 
ment will be to the square with the 
diagonal line across it. The next turn the 
character may complete the upward (or 
downward) movement. 

(2.0) INITIATIVE DETERMINATION 

Each playing piece will contain the 
character's hit percentage. In brawling, 
the character in the space with the 
highest current percentage [see (3.41)] 
will receive the first attack. Then the 
character with the second highest 
percentage will receive the second at¬ 
tack, etc. If two or more characters in 
the space have the same current percen¬ 
tage, players should roll to determine the 
order of attack among those characters. 

(3.0) BRAWLING ROUNDS 

Each turn of the scenario will have 
one round of brawling. Each character 
will have an opportunity to make one at¬ 
tack each turn unless the character is still 
neutral (see the Special Rules for this 
scenario) or unless the character 
becomes unconcious in the turn [see 
(3.72)]. A character may not necessari¬ 
ly be attacked every turn. It is also possi¬ 
ble that a character may be attacked 
more than once per turn. (For ease of 


keeping track of the combat, the players 
should conduct all combat in one space 
before moving to the next.) 

(3.1) DETERMINATION OF OPPONENTS 

When a controlled character is mak¬ 
ing an attack, the player determines the 
target of the attack with the following 
restriction: Every opposing character in 
the space must be attacked by the 
player's characters every turn [see 

(3.2) ]. Neutral bystanders do not have 
to be attacked. 

(3.11) Whenever uncontrolled 
characters are attacking the player's 
characters, the player should randomly 
determine which of the player's 
characters each uncontrolled character 
will attack. The restriction above will still 
apply. 

(3.2) ATTACKING WITH FEWER 
CHARACTERS 

Even if a side is outnumbered in a 
space, that side must still "attack" every 
opponent. This means that some 
character(s) will have to "attack" more 
than one opponent. However, only one 
of the opponenets is chosen as the ac¬ 
tual object of the attack whenever a 
character is facing more than one oppo¬ 
nent. The other opponents are simply be¬ 
ing "held at bay." 

(3.21) Anytime a character is attacking 
more than one opponent, 5% is tem¬ 
porarily subtracted from his chance to hit 
[see (3.4)]. 

(3.3) ATTACKING WITH MORE 
CHARACTERS 

If a player has more characters in a 
space than does his opponent, that 
player may "double-up" his attacks as 
much as possible. 

(3.4) HOW TO CONDUCT BRAWLING 

Brawling is conducted differently 
than is combat in the boxed game. For 
one thing, no character will be eliminated 
with one hit [with the exception of 
(3.72)]. For this reason, every playing 
piece should either contain a character's 
name or should have an ID number. 
Players will need to keep a brief record 
for each character [see (3.71)]. Also, 
unlike regular combat, brawling is not 
considered to be simultaneous. Any 
damage done is immediately applied. 

(3.41) Each playing piece contains a 
base percentage. This percentage is 
used to determine if a character hits an 
opponent. A character's percentage may 
be modified permanently (due to 
wounds) or temporarily (if the character 
is facing more than one opponent or if 
there is a modifier called for by the at- 

continued on page 26 
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The Brawl continued 


tack and defense modes chosen). [See 

(3.53).] 

(3.42) If the player rolls a character's 
modified percentage or less, that 
character has made a hit. The player 
must then determine the damage done 
by the hit. [See (3.7).] 

(3.5) ATTACK AND DEFENSE MODES 

There are ten possible attack modes 
and six possible defense modes used in 
brawling. The combination of the two 
will determine any modifiers to the at¬ 
tacker's die roll. 

(3.51) When it is a character's turn to 
make an attack, the owning player will 
choose one of the ten attack modes 
(secretly in a two-player game). Then a) 
the opponent will secretly choose one of 
the six defense modes, or b) in a solitaire 
game, the player will roll a six-sided die 
to determine the defense mode. 

(3.52) In a solitaire game, the player 
must choose a defense mode before roll¬ 
ing the die to determine the opponent's 
attack mode. 

(3.53) The attacking player then cross¬ 
indexes the attack and defense modes 
to determine if there is a modifier to the 
attacker's die roll. 

Example : The attacker has chosen 
the "charge” mode (#3), and the 
defender the "knife” mode (#4). The 
modifier is "+ 10%”to the attacker's 
roll. 

(3.6) DETERMINING A HIT 

The player will then roll to determine 
if the character has hit the opponent. To 
score a hit, the player must roll the at¬ 
tacking character's modified percentage 
or less. Any other result is a miss. 

Example: Using the example from 

(3.53), let s say that the attacking 
character has a base percentage of 
”70. ” The player rolls"62%. ” Assume 
that there is no modifier for attacking 
more than one opponent , but there is a 
"-Vi 0%” modifier determined by the at¬ 
tack/defense modes. Therefore , the 
character has missed (62+ 10 = 72). 

(3.7) APPLYING DAMAGE 

At the far right of the Attack/ 
Defense Mode Chart is a column label¬ 
ed "Damage." This column determines 
how much damage is done in a suc¬ 
cessful attack. At the top of each line will 
be found the numbers "1" through "6." 
The player rolls a six-sided die and the 
damage found under the corresponding 
number is assessed. 
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ATTACK AND DEFENSE MODE CHART 


ATT. 1 2 

3 

4 5 6 

DAMAGE 
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(3.73) An unarmed result means that in 
the following turn, a character may not 
use any attack or defense mode which 
calls for the use of any object. All other 
attack/defense modes may be used. 


(3.731) On the second turn after a 
character has been disarmed, he may 
again use all attack/defense modes. 


(3.732) If a character who is currently 
unarmed receives another unarmed 
result, there is no further penalty. He 
may still rearm on the second turn 
following the unarmed result. (However, 
any percentage loss called for is still 
applied.) 
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SPECIAL SCENARIO: THE BRAWL 
NUMBER OF PLAYERS: One or two. 


SET-UP: 


ATTACK MODES 

1 = Throw Chair 

2 = Hit with Chair 

3 = Charge 

4 = Kick/Trip 

5 = Bearhug 

6 = Fists 

7 = Sword 

8 = Knife 


DEFENSE MODES 

1 = Block with Chair 

2 = Duck 

3 = Retreat 

4 = Knife 

5 = Sword 

6 = Dodge 


9 = Club/Bottle 
10 = Throw Small Object 


MUSKETEER FORCES 

Athos and Porthos begin in "1C"; 

Aramis and D'Artagnan begin in "1 D " 
(All are 75%.) 

(2x) 50% and (lx) 45% enter "1 A" 
on turn 2. 

(lx) 55%, (lx) 45% and (2x) 40% 
enter "1F" on turn 4. 


CARDINAL'S GUARD FORCES 


The modifier is always applied to the at¬ 
tacker's roll. 

— - No modifier. 

U = Unconcious. 

UA = Unarmed. 


(3x) 50% begin in "ID"; (2x) 45% 

and (lx) 40% begin in "1C." 

Jussac and Cahussac enter "IB" on 
turn 3. (Both are 75%) 

Bernajoux, Biccarat (both 75%) and 
(2x) 40% enter "IB" on turn 5. 


(3.71) A percentage loss is permanent¬ 
ly subtracted from the character's 
percentage. The player will need to list 
each character on a sheet of paper in 
order to keep track of the character's 
current percentage. 


Example: 

Musketeer #1 - 40 o /o 


(3.72) An unconcious result means that 
the character is considered to be 
eliminated from the scenario. (Also, any 
character whose percentage reaches 
zero or less is considered to be uncon¬ 
cious and is eliminated from the 
scenario). 


BYSTANDER FORCES 


(People who own the boxed game 


75% 

1C 

75% 

ID 

55% 

IF 

50%(2) 

1A 

40% (3) 

IB 

45% 

1A 

75% 

21 

75% 

2K 

50% (2) 

20 

50% 

2M 

40% 

2D 

40% 

2E 

40% 

2J 

45% 

2B 

45% 

2C 



VICTORY CONDITIONS: 


Whichever 

side 

has inflicted 

the 

most damage at the end of 15 turns is 


continued on page 31 

































JI^iladysJJFiosf bleeps Poorly 


by Richard L. Buck 


Everyone has heard of The Three 
Musketeers. Almost everyone has seen 
at least one of the dozen or more movies 
dealing with the subject. A large group 
of people has even read Alexandre 
Dumas's famous book. The Three 
Musketeers. But not everyone has seen 
the movie or read the book recently. And 
so some background information for this 
short story and scenario is in order. 

The "Milady" of this story is refer¬ 
red to by several different names in M. 
Dumas's novel. But by whatever name 
she is called, Milady is bad news. Milady 
de Winter, Charlotte Backson, the Com- 
tesse de Winter, sister-in-law of Lord de 
Winter of England, the Comtesse de la 
Fere, ex-wife of Athos, lover of a man 
named Felton and seductress of the 
brother (who just happened to be a 
priest) of the Executioner of Lille, Milady 
has a list of crimes to her name as long 
as the English Channel is wide. 

Athos discovered when he was mar¬ 
ried to her that Milady had a fleur-de-lis 
tattooed on her shoulder. In France, 
criminals who were to be executed were 
branded in this manner. And so, know¬ 
ing that she was guilty of a crime wor¬ 
thy of death, Athos tied Milady's hands 
behind her and hanged her from a tree, 
leaving her for dead. But somehow (and 
here M. Dumas is a bit vague) Milady sur¬ 
vived the ordeal. 

Fairly early in the novel. Milady plays 
a large part in a plot to discredit Queen 
Anne with the king. Queen Anne meets 
secrectly with George Villiers, the Duke 
of Buckingham, and gives him, at his re¬ 
quest, a "pledge of her indulgence." 
This pledge turns out to be a set of 
twelve diamond studs the king had given 
her. 

Cardinal Richelieu learns of the gift, 
and induces the king to plan a fete in 
honor of the queen. He convinces the 
king to make a special point of asking 


Anne to wear the diamond studs, know¬ 
ing that she will be unable to do so. The 
cardinal then has Milady steal two of the 
studs from Buckingham when he wears 
them to a ball in England. She is to bring 
the studs back to France, and then, 
when the queen shows up at her fete 
without them, the cardinal plans to pre¬ 
sent them to the king, telling him where 
he has gotten them. 

However, D'Artagnan's lover, the 
Mme. Bonacieux, who is one of the 
queen's women, convinces the young 
Gascon of the urgency of his going to 
England to retrieve the studs. D'Ar- 
tagnan obtains a fifteen-day leave for 
himself and his three friends, and they 
all set off secretly for England. The story 
is given out that they are traveling to 
take the waters of Forges because Athos 
is still suffering from a wound which he 
received early in the novel. 

But this story does not convince the 
cardinal. At Chantilly, where the four¬ 
some makes its first stop, a stranger pro¬ 
poses to Porthos to drink to the health 
of the cardinal. Porthos agrees on the 
condition that the stranger will also drink 
to the health of the king. The stranger 
replies that he acknowledges no 
sovereign but the cardinal. Porthos calls 
him drunk, and the stranger draws his 
sword. Athos, Aramis and D'Artagnan 
ride on, leaving Porthos to dispose of the 
"drunk" (who is actually sober and one 
of the cardinal's agents) and join them 
when he can. Porthos never rejoins them 
on this journey. 

A league from Beauvis, the remain¬ 
ing musketeers meet eight travelers dig¬ 
ging holes and filling the ruts in the road 
with mud. Aramis, not wishing to "soil 
his boots with this artificial mortar... 
apostrophized [the travelers] rather 
severely." The travelers bring out 
muskets they had hidden in the ditch 
beside the road and begin firing. Aramis 


receives a musket ball through his 
shoulder, but rides on. However, when 
the party reaches Crevecoeur he can go 
no further, and D'Artagnan and Athos 
leave him at a cabaret and ride on. 

The remaining two spend the night 
in an auberge at Amiens. When Athos 
goes to settle the bill the next morning, 
the host of the auberge claims that the 
coins Athos gives him are counterfeit. 
Four men enter by side doors to arrest 
Athos. He shoots two of the men with 
his pistols, and then draws his sword 
against the other two, crying out to 
D'Artagnan that he is taken. And so 
D'Artagnan rides on without him. To find 
out what dangers the young Gascon 
then faces, and whether he makes it to 
England and back with the studs, you'll 
have to read the book. 

But Milady's crimes do not end with 
her part in this episode. By promising 
D'Artagnan her undying love, Milady 
tries to convince him to assassinate the 
Baron de Wardes. After this, she tries to 
kill D'Artagnan by sending him a case of 
poisoned Anjou wine with a note saying 
it is from his friends, the three 
musketeers. And while we're on the sub¬ 
ject of murder by poisoning (one of 
Milady's favorites), we are also inform¬ 
ed that she poisoned her second hus¬ 
band, Lord de Winter's brother, a mere 
three hours after they were married. And 
when, late in the novel, it appears Milady 
is trapped and about to be captured, she 
poisons D'Artagnan's lover, Mme. 
Bonacieux, in order to make good her 
own escape. 

M. Dumas also assigns the guilt for 
the assassination of the Duke of Buck¬ 
ingham to Milady. According to the 
novel, a man named Felton, one of Lord 
de Winter's men who had fallen 
desperately in love with Milady, was 
convinced by her that she could never 
return his love unless he proved how 
much he loved her by killing the duke. In¬ 
sane with love, Felton gains an audience 
with the duke on August 23, 1628, and 
stabs him. The wound proves fatal, and 
Felton is beheaded for his crime. 

Needless to say, Milady, as 
presented by M. Dumas, is not a nice 
woman. At the climax of the book, she 
is tried by the four friends. Lord de 
Winter and the Executioner of Lille. The 
executioner was the one who had brand¬ 
ed her, along with his own brother, a 
priest, for the crime of Milady and his 
brother of stealing the sacred vases from 
the convent in which Milady was a nun. 
Both Milady and the executioner's 
brother escaped, and the executioner, 
accused of complicity in the matter, was 
forced to serve a prison sentence. At the 
end of M. Dumas's novel it is with a 
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certain amount of pleasure that the ex¬ 
ecutioner performs his duty. 

But what if M. Dumas's Executioner 
of Lille was not really the Executioner of 
Lille? What if... . 


# ☆ ☆ ☆ ☆ 

Porthos jerked his arm in a wide 
gesture which almost toppled the wine 
bottle. "But here, of all places/' he said. 
"This poor excuse for an auberge 
doesn't have so much as a decent bot¬ 
tle of Anjou wine to commend it. And my 
Duchess is waiting, I tell you. If this isn't 
as urgent as you indicated, my dear 
Athos, I fear I shall never forgive you. 
Are we not to be allowed a clue to the 
nature of this meeting?" 

The only reply Athos made was to 
grimace and point toward the empty 
wine bottle. Grimaud was on his feet im¬ 
mediately and off in search of another. 

Aramis delicately pinched his 
earlobe between the thumb and fore¬ 
finger of his right hand. He stirred slightly 
in his chair. Although it was only early 
September, a fire glowed on the hearth 
behind him. 


"Morbleu!... you are so 
pale. You look as if you 
have seen a ghost.” 


"Really," he said, carefully twisting 
the tip of his moustache, "the wine here 
is not too bad. And if one wishes to avoid 
curious ears, then this auberge is a bet¬ 
ter place than most. As to the other... 
Well, our good D'Artagnan will soon be 
here, and I've no doubt Athos will 
answer your questions when he ar¬ 
rives." Grimaud returned to the table and 
poured wine for the musketeers. 

"Then I wish the devil he'd get 
here," Porthos grumbled. He glanced 
anxiously at the clock on the mantel. 

"Your Duchess will wait, I assure 
you." Aramis stifled a yawn, then glanc¬ 
ed toward the tavern door. "Ah, here's 
our good man now." 

Porthos turned and saw D'Artagnan 
framed in the sunlight that slanted 
through the open doorway. D'Artagnan 
stood there a moment longer, his eyes 
adjusting to the dim room before him, 
and then crossed to the table where his 
friends were gathered. 

"Morbleu!" Porthos said, half stan¬ 
ding as the youth approached the table, 
"you are so pale. You look as if you have 
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seen a ghost." 

"Indeed," the young Gascon 
replied, "I believe I have." His voice 
trembled. 

At a sign from Athos, Grimaud 
poured wine for D'Artagnan. The 
musketeer lifted the wine, his hand shak¬ 
ing so violently that the glass slipped 
from it and shattered on the table. 
Grimaud found another and filled it. 

"Bah!" Porthos waved aside D'Ar- 
tagnan's reply. "It is only a figure of 
speech. There are no ghosts!" 

"Don't be so sure, my friend." 
Athos lifted his eyes for the first time 
from the depths of the wine bottle. "It 
is a wise man who doubts nothing until 
he has proof it doesn't exist." 

Porthos said nothing, but looked 
doubtfully at Athos. D'Artagnan lifted his 
glass again, this time with both hands, 
and swallowed the wine in one gulp. The 
four friends were silent a moment. 

"Tell us what you have seen, D'Ar¬ 
tagnan." it was Aramis who broke the 
silence. He leaned forward slightly in his 
chair and looked deeply into the young 
musketeer's eyes, his face indicating 
that he was afraid of what he might find 
there. 

"It wass/7e," D'Artagnan moaned. 

"Ah, I feared as much from the mo¬ 
ment you mentioned a ghost." A look of 
bewilderment crossed Aramis' face. 


"But how can it be?" 

"I don't know. But it was she. I 
swear it!" 

"She who?" Porthos demanded. "I 
do believe the three of you enjoy talking 
in riddles just to confound me." 

"She of whom we all witnessed the 
execution but two months ago," Athos 
replied somberly. "And of whom two of 
our number have had the ill-fate to en¬ 
counter again." D'Artagnan started. 

"You mean Milady?" 

"Hush, Porthos!" Aramis hissed. 
"You speak too loudly names which the 
walls themselves might recognize. A 
party of travelers which seems to have 
some interest in our conversation has 
just arrived." 

"How many are they?" Athos, who 
had his back to them, asked. 

"Four, and their lackeys, all armed 
to the teeth." 

"Then I suggest we all speak soft¬ 
ly-" 

"You have seen her too, then?" 
D'Artagnan asked, looking at Athos. 

"I? No. But I don't doubt that you 
have. You forget I hanged her once, and 
yet she lived. I believe her capable of 
anything. Anyone who could destroy the 
lives of so many while she was yet alive 
- well, I don't doubt that she would 
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Wlady's Ghost continued 

come back and try her hand again, if she 
could." 

"Have you all gone mad?" Porthos 
asked. "We all saw her die." 

"Correction," Athos said bitterly, 
fting his glass and draining it. "We all 
saw someone die. We all assumed it was 
she. But we forget what a grand 
schemer she was — or, I should say, 
'is'." 

"Am I to assume then," Aramis ask¬ 
ed, "since you called us together, my 
dear Athos, that D'Artagnan's in¬ 
telligence does not take you completely 
by surprise?" 

"You would not be incorrect. Eight 
days ago, I received this." Athos reach¬ 
ed into his bosom and produced a letter. 
"It comes from abroad." He tossed it on¬ 
to the table. 

"From Lord de Winter?" Porthos 
asked. 

"Silence!" Aramis and Athos said 
together. Aramis continued: "Our 
travelers take more note of us than I 
like." 

"What does it say?" D'Artagnan 
asked. He seemed to have turned even 
paler. 

"Read it," Athos replied. D'Ar¬ 
tagnan read the letter and then passed 
it to Porthos. It contained a single line in 
a firm, spiked hand. 

iMi Cady's pfio£ steeps poorfy. 



The letter bore no signature. 

"What does it mean?" Porthos 
asked. 

"I wondered myself when I receiv¬ 
ed it. But I had not long to wonder. I was 
returning to my apartment, late, after an 
interview with M. de Treville, when 
whom did I happen across but His Em- 
minence, the cardinal. He was alone — 
two guards only — and as I felt this a 
precarious situation for such a great per¬ 
sonage, I decided to follow — at a 
distance, mind you — in case His Em- 
minence should find need of my aid. Am 
I to be blamed if he didn't know I was 
following? 

"Presently, His Emminence dismiss¬ 
ed the two guards and walked on a 
distance by himself. As this situation 
seemed all the more dangerous, there 
being those who might wish the cardinal 
harm, I followed. We had reached a 
secluded glade in the woods at that 
point. I stood well away, so as not to 
alarm His Emminence since he didn't 
know I had followed him, but still within 
hearing, should my assistance be re¬ 
quired." 

"Would you get to the point?" Por¬ 
thos demanded. 

"I have reached it. I saw a figure 
wrapped in a heavy cloak which disguis¬ 
ed all features. His Emminence seemed 
as shocked as I when he heard the voice 
that issued from that cloak — for we 
both recognized it in a moment. It was 
she." 


"Then you have seen her," D'Ar¬ 
tagnan said. 

"More precisely, I have heard her. 
For I could not recognize the figure by 
sight. She told a bizarre tale of the night 
we all remember so well. 

"It seems the executioner of Lille 
was not really he. It was Milady's latest 
paramour, whom she had planted in the 
cottage for me to find. So many years 
had passed since last I had seen the ex¬ 
ecutioner — and even then I had known 
him but briefly — that the deception was 
simple. And of course, the paramour had 
been warned in advance of what we 
were about. 

"Milady found a poor village girl, 
and offered her a king's ransom to hide 
in the bottom of the boat. Then, when 
the boat reached the far bank, the girl, 
who had much the figure of Milady, was 
to struggle briefly, and then, apparent¬ 
ly, resign herself to what was to happen. 
She assured the poor girl that no harm 
would come to her, that it was all a 
charade. 

"I thought it odd at the time that 
having tried to run, and then falling, she 
would struggle no more. It seemed out 
of character..." Athos trailed off, lost for 
a moment in a reverie. 

"Then it was this girl we saw ex¬ 
ecuted that night?" D'Artagnan asked. 

"Pardieu! Another infamous crime 
we may lay at Milady's feet." Porthos 
struck the table-top with his fist. The 
glasses rattled, sloshing wine onto the 
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tablecloth. "She must be the demon 
himself!" 

Not so loud," Aramis warned. 

"It was none other," Athos said, 
coming out of his reverie. "Milady hid in 
the boat until we were well gone. And 
so now, at the bottom of the Lys, we 
have not the guilty, but another innocent 
victim of her scheming." 

"But where has she been these two 
months since?" Aramis asked. 

In England. She was convinced — 
or so she told His Emminence — that she 
had succeeded in poisoning her brother- 
in-law. But, judging from this letter, she 
has failed, at least this once." Athos 
folded the missive and returned it to his 
bosom. "She is back now, demanding 
revenge on us from our friend, the car¬ 
dinal. Where was it you saw her, D'Ar- 
tagnan?" 

"In a carriage, in the Rue Ferou. I 
was going to your apartment, Athos. 
Passing in the street just in front of it, 
she looked out the window of the car¬ 
riage. I am sure she did not see me. But 
I — I recognized her in an instant. I have 
seen that face so many times in my 
nightmares that I shall never be able to 
forget it." D'Artagnan shuddered. 

"In the Rue Ferou, you say. Then 
she has discovered where I live. But no 
matter." 

"All is lost," D'Artagnan moaned. 
"The woman is incapable of dying." 

"That is not true," Athos replied. 
'She bleeds, she dies, just as any other. 
This time we must simply make sure she 
is left no means of escape. We all know 
of what she is capable." 

"Then what are we to do?" 

"Richelieu has formally requested 
that we visit him in the palace tomorrow 
afternoon," Athos said calmly. "We are 
to be detained and quietly executed. This 
is the plan the two of them made at their 
meeting." 

"Then we ignore the summons," 
Porthos said. "But what are we to do of 
the woman?" 

On the contrary. We do not ignore 
the summons. But we must spring the 
trap today, before we enter it tomorrow. 
We have the advantage. Milady does not 
know that we realize she lives. And so 
she suspects nothing. 

"I have written to England and re¬ 
quested that a certain personage there 
come to visit us as soon as possible. I 
expect that was unnecessary. He is more 
than likely on his way, even now. The 
woman of whom we speak is presently 
residing in the palace with His Em¬ 
minence, and so we simply enter the 
palace today, dressed as His Em- 
minence's guards, find this woman, and 
then take her out — dressed also as one 
of the guards — and hold her until our 
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guest from England arrives." 

You make it sound so easy," Por¬ 
thos said, "as if it were but an outing for 
pleasure." 

"Pardieu! but I do think it will be 
pleasurable!" 

"And what if she refuses the dress 
of a guard?" 

"Offered a choice between her life 
and a guard's uniform, which do you 
believe she will take? Still, she need not 
leave the palace alive." 

"Silence!" Aramis hissed. "We 
have company." 

One of the travelers approached the 
table. 

"It is them," he said. The others 
stood to join him. "These are the 
vagabonds who stole our horses." 

"Pardon," Porthos said, "but as 
there is no one else in this side of the 
auberge, I can't help but believe that you 
have just called us thieves. Or is it 
yourselves you accuse of stealing?" 

"You are thieves," the man replied. 
"All four of you. Is that plain enough?" 

"Indeed it is," Porthos said, stan¬ 
ding and drawing his sword. "You leave 
me no choice but to kill you." 

"Careful," Athos warned. "These 
men are not what they seem. Remember 
our sojourn to the waters of Forges." 

"But there are eight of us, and but 
one of you," the traveler said. 

"I count four of us," D'Artagnan 
said, rising and drawing his sword in 
turn. "And although I am sorry that we 
outnumber you so badly, seeing that we 
are four and King's Musketeers, and you 
are but eight and four of you lackeys, I 
ask you to remember that it was you 
who sought this quarrel." 

I beg to differ," said a voice from 
the doorway, "but we are five, not 
four." The musketeers could not mistake 
Lord de Winter. "And if these gentlemen 
are seeking a fight, then, by God! they 
shall have one." 

The eight travelers drew their 
swords, and were met instantly by a 
flash of steel from the four musketeers 
and de Winter. 

"Morbleu!" Porthos shouted above 
the clamor of swords to Lord de Winter, 
"but you are a welcome sight, even if 
you do come from the wrong side of the 
Channel!" 

The Englishman laughed, lunging 
toward one of the travelers, his sword 
outstretched. 


* ☆ ☆ ☆ ☆ 

SCENARIO I: THE DUEL IN THE 
AUBERGE 

BACKGROUND: 

See the preceding story. 

NUMBER OF PLAYERS: One. 


SET-UP: 

All combatants are placed anywhere 
on the ground floor of the auberge. All 
of the traverlers must be faced. 

TRAVELER FORCES: 

(Use Cardinal guard playing pieces. 

The travelers are Cardinal's agents in 
disguise.) 

Jussac, Bernajoux, Bicarat and the 
five Cardinal s guard playing pieces with 
a 50% combat strength. 

MUSKETEER FORCES: 

Athos, Porthos, Aramis, D'Ar¬ 

tagnan, Lord de Winter and Grimaud. 
Use the Phillipe playing piece for Lord de 
Winter and any 40% musketeer playing 
piece for Grimaud. 

VICTORY CONDITIONS: 

The player must eliminate all eight 
of the travelers and any bystanders 
which join the fight on the travelers' side 
(see the following variant) by killing them 
or taking them prisoner. There is no limit 
to the number of turns the player may 
take to accomplish this. 

SEQUENCE OF PLAY: 

1. Musketeer Movement Phase 

2. Random Movement Phase 

3. Combat Phase 

a. Derring-do Combat 

b. Normal Combat 

SPECIAL RULES: 

1. Derring-do rules should be used. 

2. The second level of the auberge 
is not used in this scenario. 

3. Characters may not withdraw 
from combat. However, the rules for sur¬ 
render (E7.0) are in effect. 

4. Grimaud will not become involv¬ 
ed in the combat until at least one of the 
musketeers is killed or incapacitated, or 
until any bystanders become involved in 
the combat on the travelers' side (see the 
following variant). 

SCENARIO I VARIANT: 

There are five other people in the 
auberge, including its host. There is a 
chance that one or more of these peo¬ 
ple will join the combat on either the 
musketeers' or the travelers' side. The 
host begins the scenario in room " 1 F," 
and the other four characters begin in 
room "1 G." 

Beginning with the second round of 
combat, and at the start of each subse¬ 
quent round, the player should roll the 
percentile die on the following chart to 
determine if any of the other five 
characters will join the combat. If a char- 
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acter is determined to join the combat, 
he will be moved by the shortest route 
to the nearest space in which combat is 
taking place. Once a character joins a 
duel, he will continue to fight in that duel 
until he is eliminated or his side is 
victorious. 

COMBAT 2ND 3RD 4TH 5TH 6TH 7TH 
ROUND 


CHANCE 

OF 

JOINING 5% 10% 20% 40% 80% 100% 

For each character who joins the 
combat, the player should roll one six- 
sided die to determine which side the 
character will join. On a roll of "1" 
through "3," the character joins the 
traveler forces. On a roll of "4" through 
"6," the character joins the musketeer 
forces. 

If a character joins the traveler 
forces and the duel in which he is par¬ 
ticipating ends, but combat is still con¬ 
tinuing in another part of the auberge, 
the character reverts to random move¬ 
ment until he reaches a space in which 
a duel is taking place. He will then join 
that duel on the travelers' side. If a 
character joins the musketeer forces, he 
will be controlled by the player from that 
point on. 

The combat strengths for the five 
additional characters in the auberge are 
as follow: Host = 55%; Others = 40%. 

SCENARIO II: THE SEARCH FOR 
MILADY 

BACKGROUND: 

Milady de Winter is hiding in the 
palace. The musketeers and Lord de 
Winter have gone to search for and cap¬ 
ture her. 

NUMBER OF PLAYERS: One. 

SET-UP: 

Use the palace map from the 
Musketeers boxed set. The forces listed 
for the Cardinal are placed face-down 
and shuffled. They are then placed face¬ 
down on the map, according to the chart 
below. The named character, M. 
d'Essart, is placed and moved face-up. 
Guards which begin in the same room 
are all stacked and moved together 
unless otherwise specified. 

CARDINAL'S FORCES: 


PLAYING PIECE NUMBER LOCATION 


Cardinal's Guards 3 Hall 1G 

Cardinal's Guards 3 Hall 10 

Cardinal’s Guards 3 Hall II 

Cardinal’s Guards 10* 1U 


CARDINAL'S FORCES: 


PLAYING PIECE 

NUMBER 

LOCATION 

Palace Guards (S-4) 

1 

Hall IE (By 
Chapel Door) 

- Stationary 

Palace Guards (S-4) 

1 

Entrance - 
Stationary 

Cardinal’s Guards 

3 

Hall 2J 

Cardinal’s Guards 

3 

Hall 2K 

Cardinal’s Guards 

2 

Hall 2Q 

Palace Guards 

4t 

Hall 2Y 

Palace Guards (S-4) 

1 

Grounds 

Patrol 

d’Essart 

1 

Hall 2Y 


* — These are placed in five stacks of 
two. 

t — These are chosen at random. 

(Note: The Palace Guards are con¬ 
sidered to belong to the Cardinal's fac¬ 
tion in this scenario.) 


MUSKETEER FORCES: _ 

Any of the following who survived 
the duel in the auberge: Athos, Porthos, 
Aramis, D'Artagnan and Lord de Winter. 
They may recover by up to 10%from any 
wounds they received in the auberge 
(but never to a higher percentage than 
they originally had). Two ropes and grap¬ 
ples are available. The musketeer forces 
enter anywhere on turn one. 

VICTORY CONDITIONS: 

The musketeer forces must find 
Milady and escort her out of the palace 
as their prisoner. There is no limit to the 
number of turns they may take to ac¬ 
complish this. 

SPECIAL RULES: 

1. The musketeers and Lord de 
Winter are disguised as Cardinal's 
guards. Therefore, combat is not man¬ 
datory unless the musketeer forces are 
recognized. Each time a Cardinal's 
guard, palace guard or d'Essart sees any 
of the musketeers or Lord de Winter, the 
player should roll the percentile die on 
the Recognition Chart (below) to deter¬ 
mine if the musketeer forces have been 
recognized. Once they are recognized, 
combat is mandatory from that point on. 

RECOGNITION CHART 


CHANCE OF 

CHARACTER RECOGNITION TIME SEEN 


d’Essart 

50% 

Any 

Guard (any) 

10% 

First 

Guard (any) 

20% 

Second 

Guard (any) 

40% 

Third 

Guard (any) 

80% 

Fourth 

Guard (any) 

100% 

Fifth 


2. Milady is hiding in the palace, and 
so must be searched for. Once found, 
she automatically surrenders and is a 
prisoner of the musketeer forces. 

3. Once Milady has been captured, 
combat is mandatory between the 
musketeer forces and the Cardinal's 
forces, whether or not the Recognition 
Chart indicates that the musketeers 
have been recognized. Presumably, 
Milady would betray the musketeer 
forces to the guards or d'Essart. 

4. Milady may not participate in 
combat. 

5. D'Essart is not stacked with the 
guards. His movement is rolled for 
separately. 

6. Any of the guard characters may 
become replacements in this scenario. 

7. Doors and windows may be 
locked. 

8. Secret passages may be used.^ 


The Brawl continued 

SEQUENCE OF PLAY: 

1. Normal Movement (In the two- 
player game the Musketeer movement 
phase is followed by the Cardinal's 
Guard movement phase). 

2. Random Movement 

3. Bystander Status Determination 
(See Special Rules) 

4. Combat 

SPECIAL RULES: 

1. All of the bystanders begin the 
scenario as neutrals. However, there is 
a chance a bystander will join the com¬ 
bat in a space where he is located. Begin¬ 
ning with turn two, the player should roll 
for each bystander. If a bystander is in 
a space where combat is taking place, 
there is a 75% chance that he will par¬ 
ticipate. If a bystander is in a space 
where there is no combat taking place, 
the chance is only 33% that he will take 
sides. 

2. If a bystander is found to join one 
side or the other, the player rolls the six- 
sided die. (If there are two players they 
should alternate rolling for the 
bystanders). On a roll of "1" through 
"3," the bystander will join the 
Musketeer side. On a roll of "4" through 
"6," he will join theCardinal's side. 

3. If a neutral bystander is attacked 
by one side, he will automatically join the 
other side. Once a bystander joins a side 
he will remain on that side for the entire 
scenario. 

4. Once a player controls a 
bystander, he may move that bystander 
along with his other characters. He does 
not have to use random movement. 

5. For players who own the boxed 
game, it should be noted that the rule 
concerning no movement when locked 
in combat does not apply here. ★ 
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First of all, let's go back to the 
troublesome subject of typographical er¬ 
rors. I know, I know.... You thought I got 
all that out of the way last time. Well, 
so did I; but I was wrong. 

First, there are the corrections to the 
ship classes from basic Starfire which 
we gave you in Nexus #9. It seems that 
the Ophiuchi Al-Nimmer class BB and 
Terran Thunderer class BB both contain 
the same typo. The code letter "M" 
(which appears as the first system inside 
the armor for both ships) should not be 
there. No system using that code cur¬ 
rently exists. Flow it happened, I don't 
know; but it shouldn't have. (And Fred- 
Burton, who pointed the error out to me, 
receives his very own ES and gets sent 
to patrol the Terran-Orion-Tangri 
border... by himself. It's not that I don't 
appreciate helpful souls, but he didn't 
have to chuckle when he told me about 
it.) 

Another error (which I spotted 
myself, thank you) is found in the Ter¬ 
ran Revenge class BB from the ISW-1. 
As indicated in the rulebook, the ship 
carries two overload dampners. Obvious¬ 
ly, the historian responsible for that por¬ 
tion of the game screwed up and gave 
you the Revenge class refit from ISW-2, 
when the overload dampners were ac¬ 
tually installed. When the ships served 
during ISW-1, they looked like this: 


(4) Sxl 7 Axl 3 HWHIHTWFPD 
IP(M3)TFPDWCIII (5) 


All right. Now that we have that 
business out of the way, I have three 
new playthings for you in this issue. The 
first is the F-21-S, an advanced anti¬ 
shipping fighter, the second the Hawk 
anti-shipping missile, and the third is two 
versions of the FDM. Doesn't that sound 
interesting? 

(1.0) THE F-21-S 

The F-21 -S (the Terran designation 
for a fighter type developed by most 
space navies) is a fast, heavily armed ad¬ 
vanced fighter earmarked primarily for 
the shipping strike role. 

(1.1) The F-21-S is a TL 11 system. Each 
F-21-S costs 40 MC to build. 


(1.2) The F-21 -S is entitled to 13 pulses 
of movement in a turn (reduced by 1 
pulse per point of ordnance carried 
externally). 

(1.3) The F-21-S carries two internal 
weapon systems without movement 


penalty. These weapons may be guns or 
lasers, but no fighter may mount inter¬ 
nal weapons of more than one type. 
Thus, each F-21-S's internal ordnance 
consists of entirely guns or entirely 
lasers. 

(1.4) The F-21-S may carry up to three 
items of external ordnance. 

(2.0) THE HAWK ANTI-SHIPPING 
MISSILE 

The Hawk (A/oming All the Way 
/filler) Anti-Shipping Missile was 
developed expressly to cover a vessel's 
blindspot. 

(2.1) The Hawk Missile is TL 7. Each 
Hawk must be purchased individually at 
a cost of .25 MC each. 

(2.2) The Hawk missile may be fired by 
a ship into its blindspot if any other ship 
of the same fleet can "see" into the fir¬ 
ing ship's blindspot. (The missile takes 
its initial direction from the ship which 
can "see" the target, then locks on and 
homes independently.) The distance be¬ 
tween the firing ship and the ship 
trageting the missile is immaterial, ex¬ 
cept as noted in (2.3) below. 

(2.3) The probability of hit for a Hawk 
missile is rolled normally, using the "to 
hit" value for a standard missile at the 
range of the firing ship or the ship 
targeting the missile, whichever is 
greater. (If the firing ship were four hexes 
from the target and the ship feeding the 
firing data were eighteen hexes from the 
target, the missile hit probability would 
be rolled as if it had been fired from a 
range of eighteeen hexes.) Thus, it is 
possible for a ship to "see" a target in 
a HAWK-e quipped sistership's blindspot 
and still not be able to do anything about 
it; if the range from the spotting ship to 
the target is over twenty hexes, no hit 
is possible. 

(2.4) Hawk missiles are the same size as 
standard missiles, have standard missile 
range and are fired from standard "R" 
and "W" systems. 

(3.0) THE FDM: 

The FDM (Fighter Decoy Missile) 
was developed in the wake of the 
Afhawk missile to give fighters some 
protection. The missile functions by 
counterfeiting the sensor image of a 
fighter and drawing the self-guided 
Afhawk off target. 

(3.1) The FDM is TL 1 2. Each FDM must 
be purchased individually at a cost of .5 
MC each. 

(3.2) The FDM comes in two versions: 
a fighter-borne external ordnance version 
and a ship-borne version. Both are the 
same tech level and cost the same 
amount, but they have different 
capabilities. 


(3.3) Whenever a fighter carrying an 
FDM is attacked by an Afhawk, onboard 
computers track the incoming missile, 
scan for Afhawk lock-on, and compute 
the probability of hit. If the computers in¬ 
dicate that the Afhawk will hit, they 
automatically fire an FDM, which at¬ 
tempts to confuse the Afhawk. If the 
die-roll for an Afhawk attack on an 
FDM-equipped fighter indicates a hit, the 
fighter is assummed to have fired an 
FDM. If the Afhawk's roll was a "2" or 
a "3" on two six-sided dice, the 
Afhawk was not decoyed and the 
fighter is destroyed. Any other result 
(from "4" through "1 2") is considered 
a miss, as it is assumed the Afhawk 
followed the FDM. Each fighter-borne 
FDM may decoy only one Afhawk , as 
the decoyed Afhawk will run down and 
destroy the FDM. No fighter may launch 
an FDM to protect another fighter, since 
the onboard computers aren't up to com¬ 
puting all the variables in attacks on 
other fighters. A fighter may launch more 
than one FDM in defense against more 
than a single volley in a given firing 
phase. 


(3.4) The ship-borne FDM is identical to 
a standard missile in size and firing 
characteristics. Its function is to cover 
friendly fighters against enemy Afhawk 
fire by forming a "cloud" of false sen¬ 
sor images in a given hex. A ship-borne 
FDM may be fired to a maximum range 
of 24 hexes, but is fired from a standard 
"R" or "W," not an "Rc," and its target 
is a specified hex and not an enemy 
vessel. Each ship-borne FDM fired to pro¬ 
tect friendly fighters in a single, specified 
hex will automatically confuse one 
enemy Afhawk fired at any friendly 
fighter in that hex. (That is, if a fighter 
squadron in hex 1 228 was attacked by 
a volley of six Afhawks but protected by 
four FDMs fired by friendly ships within 
twenty-four hexes, four Afhawks would 
follow the FDMs and only two would 
target the fighters. Fighters in hex 1 229 
would receive no protection.) 


(3.5) FDMs are fired in the normal com¬ 
bat phase. Fighter-borne FDMs fire 
automatically when the carrying fighter 
is attacked, and each can decoy only a 
single Afhawk. Ship-borne FDMs fire in 
the normal initiative sequence and do not 
exercise their decoy function until they 
are fired. Once fired, they act as decoys 
for the remainder of the turn or until they 
attract an Afhawk. Once any FDM has 
drawn an Afhawk away from a fighter 
target, it is destroyed by the decoyed 
Afhawk. 


We hope that these systems will 
add to your enjoyment of the game. Let 
us hear from you about them. ★ 
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RACIAL DESCRIPTION 

The Tangrians are native to the third 
planet of a type F-7 sun. Their home 
planet is quite terrestroid, but somewhat 
smaller and rather drier than Earth. Ap¬ 
proximately 47% of the planetary sur¬ 
face is covered with water, mostly in the 
form of small, landlocked seas. The large 
land area is characterized by vast plains 
which are either arid desert or covered 
with khunillatis. A particularly hardy 
species of plant life similar to Terran 
sawgrass, khunillatis grows to a height 
of approximately one Terran meter. 
Other forms of Tangrian flora include zik- 
kilati, a fixed-root, carnivorous plant; and 
osamhhoru, a tumbleweed-like plant 
some three meters in diameter, which is 
also carnivorous. 

Tangrian biochemistry is quite 
similar to terrestrial norms, with minor 
differences in the amino acids. The 
planetary ecosystem is built around a 
plantlife structure which is poor in 
nutrients compared to Terran flora — 
Tangrian herbivores require vast 
amounts of grazing (by Terran standards) 
to supply their dietary requirements. 
Tangrian mammals possess six limbs, as 
a rule, and the higher mammals have 
developed one pair of limbs into tool¬ 
using, manipulative members. 

The highest form of Tangrian life is, 
of course, the Tangri or Tangrian race. 
These creatures are of approximately 
normal Terran intelligence, but 
demonstrate significant psychological 
differences from Terran "norms.” In 
form, Tangrians are vaguely equine, 
resembling the mythological centaurs of 
Terra, from which the Terran pejorative 
horseheads" may have evolved. Cer¬ 
tainly the actual Tangrian head is not par¬ 
ticularly horselike, possessing as it does 
a bony ridge which spans the top of the 
skull (possibly vestigal body armor) and 
ending in a flat, apelike nose. The 
Tangrians' eyes are quite small because 
of their evolution under a particularly 
bright sun. 

Tangri are covered by body fur 
which is rather short, thick, and colorful 
to Terran eyes. Tangrian males tend to 
be considerably brighter in coloration 
than females. 

Sexual dimorphism is pronounced. 
Tangrian females average 60% to 66% 

Of the size of the males, and the females 
are more drably colored. Because of a 
high female birthrate and the hazardous 
lifestyles favored by males, the Tangri 
malerfemale ratio is approximately 1 : 3 , 
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with periodic fluctuations in times of 
especially severe stress. 


Unlike most known sentient races, 
the Tangri are pure carnivores — 
possibly as a result of the unsatisfactory 
nutrient value of Tangrian flora. 

FAMILY STRUCTURES 

Tangrian families are strictly patriar- 
chial and patrilinear. Tangri females are 
subjugated to males in all Tangrian 
societies, and the dominant Horde 
Culture is typical in this respect. Each 
male keeps a hannasork (harem) limited 
in size only by his means. Tangri females 
may be ejected from the hannasork at 
any time for any reason. The human con¬ 
cept of sexual equality is incomprehen¬ 
sible to the Tangri. 

Children are reared very strictly. 


n 

Male children are reared exclusively by 
the male parent, and are inculcated at an 
early age with the cultural values which 
underlie this race's predeliction for loot 
and plunder. Female children are normal¬ 
ly reared by the mother, though some 
male parents impose stringent controls 
on how female children are to be raised. 
This is not, however, usual. 

RELIGIOUS STRUCTURES 

Tangrians are not given to 
metaphysical speculation. The ancient 
religions of the Tangri were incohate 
polytheisms, and these weak religions 
have been casualties of industrialization. 
The dominant society is not only ir¬ 
religious but anti-religious, since religion 
is associated with the despised Zemlixis 
(or "settled cattle”) culture. [See 
Political Structures, below.] 

PHILOSOPHICAL STRUCTURES 

The Tangri nomadic heritage is one 
of pragmatism tempered by superstition 
and survival-oriented taboos. Supersti¬ 
tion and taboo have lost most of their 
force in recent times, but pragmatism 
continues unabated. 

Tangrian pragmatism is essentially 
self-oriented and expresses itself, among 
other ways, in a disregard for life (in¬ 
cluding that of other sentients) which 
strikes most other races as remarkably 
callous. 

Equally striking is the individualism 
of the Tangrian male, a true descendant 
of purely carnivorous predator stock. 
Any organization above the clan level 
[see Political Structures, below] is an 
abstraction to him. Submergence of self 
m the state is not a Tangrian 
characteristic. 

With this strong individualism 
comes a marked tendency towards 
association purely for the sake of profit 
on an ad hoc basis. This holds true even 
among clan structures. 

POLITICAL STRUCTURES 

Jhe Tangrian polity results from the 
race's history. Nomadism, rather than 
agrarianism, was the more efficient 
socio-political system, given the car¬ 
nivorous nature of the Tangri. Tangrian 
agriculture means growing cereal crops 
as fodder for meat animals, a life style 
in which the advantages did not match 
those of Nomadic life. Given the vast 
land spaces of Tangri and the great 
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Corsairs continued 

Dersonal mobility of its sentients (about 
equal to that of a Terran horse), 
nomadism proved highly advantageous, 
allowing its practitioners to become the 
equivalent of merchants and merchant 
societies on other planets, in addition, 
nomadism appeals to Tangri psychology, 
which is nongregarious and craves open 
space. 

Thus, nomadic societies became 
more progressive, developing metallurgy 
and a system of writing. The nomadic 
societies then began amassing enough 
wealth to support a literate class. The 
nomads developed a clan political struc¬ 
ture with the clans eventually organizing 
in alherratogonfaloxis (hordes) which 
could mass for fighting strength at need. 
The settled communities of farmers 
became prizes of the hordes, warred 
over constantly. When industrialism 
began, it occurred within the context of 
the horde society, and its products were 
promptly applied to raid and counterraid 
among the hordes. 

Developing nuclear weapons enforc¬ 
ed a brief, artificial period of peace, 
which ended with the discovery of warp 
points. The hordes took to the space 
ways with a vengeance. 

Four new systems were colonized 
before the Tangri discovered that their 
warp points were "dead ends" beyond 
that point. All open warp points con¬ 
nected only with systems already 
discovered, and the Tangrians found 
themselves in an interstellar cul-de-sac. 
This resulted in a devastating interstellar 
war as the hordes turned once more 
upon one another in a struggle for the 
known systems. The warfare devastated 
the home system and threw the col¬ 
onists upon their own resources. 

The colonies throve — the 
homeworld did not. The colony Luzarix 
never lost technology completely, sliding 
back no further than the early steam age. 
Though retarded by low population and 
a lack of fissionables, the Luzarixians 
eventually reestablished space flight at 
about the same time Terra first took to 
the spaceways. Space flight brought 
them into contact with the Sabeii/ians, 
a one-system star nation whose supreme 
ill-fortune it was to find Luzarix at the 
closed warp point end of the first warp 
line they explored. The Sabeillians were 
immediately perceived as Zemlixi and 
were quickly conquered even as the 
Luzarixian Tangri returned to the mother- 
world and began its restoration. 

Possession of Sabeillia led the 
Tangri to several warp points which 
communicated with, among others, both 
the Khanate of Orion and the Terran 
Federation. This temptation was too 
large for the Tangri to resist (had they 
wished to) and the Alherratiogofalox 
Humarshu launched the oldest of no¬ 


madic traditions: the raid. 

The target of their activities was the 
Khanate, which reacted in typical Orion 
fashion by backtracking the raiders and 
smashing the Humarshu horde's riiajor 
out-system holdings. The Khan was 
quite prepared to follow this with a 
genocidal campaign against the Tangrian 
home worlds, but the Federation of 
Tangri Corsairs disavowed the Humar¬ 
shu depredations. Since the Orions and 
the Terrans were preoccupied with the 
Fourth Interstellar War at the time, this 
diplomatic fiction was allowed to pass 
undisputed and a peace of sorts exists 
between the Tangri and the other sen¬ 
tient races — a peace which is strained 
by frequent, small-scale, and carefully 
planned raids by the various hordes. 

The Confederation of Tangri reflects 
this raid-oriented society. Each horde has 
a "royal" clan, established by tradition 
and hardihood in warfare as the most 
powerful of the horde's family units. The 
royal clans are required to give continued 
demonstration of worthiness by leading 
raids and other expeditions. The horde's 
ruler, the anak, is elected for life from the 
adult males of the royal clan by the vote 
of all adult males. It should be noted that 
no Tangrian is considered to be adult un¬ 
til he has participated in at least one raid 
on a planetary or interstellar scale. 
Modern communications methods make 
it practical for clan members to cast 
votes wherever they may be. 

The Confederation is governed by 
the arnharanaks (high rulers), a grand 
council of all anaks, which meets in an¬ 
nual session on the ancestral home 
world. At present, only five systems are 
sufficiently integrated into the Corsair 
confederacy for representation: the 
home system and the four original col¬ 
ony systems. Such other planets as the 
essentially nomadic Tangri choose to 
control directly are considered fiefs, sub¬ 
ject to the horde which conquered them. 

Bureaucracy, though alien to 
Tangrian nature, has appeared in the 
form of Zemlixi functionaries, but only 
intelligent self-interest holds the fierce¬ 
ly independent hordes together. It is 
clear, at present, that more plunder can 
be gained in concert than by raiding one 
another or by operating independently 
(especially with the example of the 
Humarshu fiasco); however, this percep¬ 
tion could alter abruptly under the 
pressure of external circumstances. 

SOCIAL STRUCTURES 

Absolute political power stratifies 
Tangrian society: wealth does not. Every 
adult male of a horde is equal to every 
other (except, of course, for the anak). 
Other male members of the royal clan 
often receive deference, but such a 


deference is shaky and can be lost quick¬ 
ly if the individuals appear unworthy of 
it. Zemlixi are looked upon as sentient 
cattle, fit only for exploitation, and the 
Zemlixi label has been extended to date 
to all non-Tangri cultures encountered. 
Some Zemlixi legal disabilities have been 
relaxed since the appearance of the 
Zemlixi bureaucrats, but this has had lit¬ 
tle effect on popular attitudes. In effect, 
serfdom has been legally disallowed, but 
the practice of peonage continues. 

HONOR CODE 

All male Tangri of all hordes are held 
to rigid requirements of loyalty to their 
own clans and to strict codes of honor 
and ethics which extend to all members 
of the same horde. Indeed, each horde 
calls itself the Tangrican (the people), 
and even other members of the horde 
culture are regarded as somehow inferior 
to one's own horde. Traditionally, 
members of other hordes — as well as 
the Zemlixi, of course — have been con¬ 
sidered fair game, but this has been 
somewhat modified in recent centuries. 
Memories of the interstellar raiding 
which gutted the first Tangrian star na¬ 
tion are part of the reason for this 
modification, but so is intelligent self- 
interest. With a galaxy open to their 
raids, the Tangri see no benefit in raiding 
one another. At present, the Corsair 
Federation is seen as a sort of "super¬ 
horde" (arnharalherratogofaloxi), yet the 
hordes waste little love upon one another 
and the union is fragile. 

When dealing with non-Tangri, the 
nomadic heritage of harshness and 
plunder shapes the Tangrian approach. 
All non-Tangri are, by Tangrian defini¬ 
tion, Zemlixi — and any means of ex¬ 
ploitation is considered fair in dealing 
with Zemlixi. Honor, as a concept, ap¬ 
plies only within the Tangri group and the 
horde culture. 

LEGAL SYSTEM 

Tangrian courts (like Tangrian socie¬ 
ty) strike non-Tangrians as crude and 
arbitrary. 

Each horde maintains its own legal 
system with the traditional purpose of 
maintaining order within the horde 
through prohibition of feuding and 
dissension. The court's role is thus to ad¬ 
just disputes, distribute plunder, and to 
punish offenses against the stability of 
the clan or horde. Such offenses are nor¬ 
mally punished by exile. 

The horde courts also exercise 
authority over the zemiixiaher- 
ratogofaloxia (Zemlixi of the horde) and 
adjust interclan disputes. There is also 
a rudimentary "supreme court" for 
ajudication of interhorde disputes. 

Judicial decisions are reached with 

continued on next page 
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Corsairs continued 

draconic simplicity, using the absolute 
political power of the anak. The artak 
hears the case, stipulates its solution or 
punishment, and his decision is executed 
without question or hesitation. This sum¬ 
mary justice is extended to the in¬ 
terhorde level, also; although at this level 
the single anak is replaced by the 
anakanozalherratogofaloxanahar (an a ks 
of the high horde) or Federation 
"supreme court." According to Talcott's 
Jurisprudence, the Tangrian legal system 
is "unmatched for common sense, 
pragmatic decisions — and also for deci¬ 
sions in which the accused has no legal 
protection whatsoever." 

However, the accused do have 
some right of protection — if not as an 
individual at least as a group. Overly 
capricious or extreme decisions have led 
to the loss of power of the anak who 
rendered them, thus offering some check 
to the arbitrary nature of Tangrian law. 

A final function of the court system 
is to maintain a rudimentary "social 
welfare" system. This system originated 
in the old, preindustrial days as a device 
to insure that all members of the clan's 
fighting complement remained healthy 
and available for raids and defense 
against raids. The practice, called 
tangricano (people farming), was 
primarily a device to provide the clan 
with fighting power, and this remains the 
primary function of the present-day 
system. Tangricano, however, relates 
primarily to fighting strength (i.e., 
physical health considerations) and not 
to property. 

Tangrian notions of property owner¬ 
ship remain rather rudimentary to this 
day. Within a clan, possessions are held 
more or less in common. Yet if a Tangri 
desires something held by Zemlixi or a 
member of a rival horde, he simply takes 
it. 

MILITANCY 

War is endemic to nomadic society, 
and this is reflected in Tangrian values 
and militancy. Courage and tactical cun¬ 
ning are esteemed above all other 
qualities, followed as virtues only by 
physical hardihood. This last, indeed, has 
become something of a fetish now that 
affluence and technological warfare has 
removed much of the need for it. 

The Tangri are very militant (a rating 
of almost 98% on the Webster-Wiley In¬ 
dex of the Terran Institute of Com¬ 
parative Sociological Studies), regarding 
force as the most reasonable means to 
settle any difficulty. However, the 
Tangrian mode of warfare has serious 
weaknesses when compared to, say, the 
Orion or — especially — the Terran con¬ 
cept of organized, integrated, long-term 
planning and operations. The Tangri 
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retain a "raider" mentality, embued with 
the idea of waging war as a raid (inflic¬ 
ting damage on an enemy, plundering, 
and returning home to boast about it). 
The idea of systematically occupying ter¬ 
ritory and forcing a war to a conclusion 
is a difficult concept for them. This is 
particularly true since their one forray in¬ 
to a similar "art of war" resulted in the 
nuclear devastation of five planetary 
systems. 

GALACTIC VIEW 

The Sabeillians, Terrans, Orions, 
Arachnids, Ophiuchi, and Gorm have all 
been encountered by the Tangri Corsairs. 
Of these, only the Arachnids and Gorm 
are non-humanoid in body structure, and 
only the Gorm remotely approach the 
Tangri body form. And yet the Gorm are 
regarded by the Tangrian as more essen¬ 
tially alien in form than the others, for the 
Gorms lack the body hair of the 
Tangrians and the mind sets of the two 
races are totally disparate. From this 
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physical and psychological dissimilarity 
to other sentient races, the Tangri have 
drawn confirmation of their own unique 
nature and qualities. They claim, in fact, 
to be the only intelligent race. 

In the Tangrian galactic view, in¬ 
telligence is, by definition, a peculiarly 
Tangrian attribute. Certain other species 
may possess physiological processes 
which perform the functions of in¬ 
telligence and permit them to speak, 
build spaceships, wage war, etc., but 
this is not true intelligence. It might be 
considered by some to be an aping of in¬ 
telligence by lesser beings; but this is as 
far as any Tangrian is prepared to go. 

Although this exclusive claim to in¬ 
telligence seems utter sophistry to other 
sentients, it is self-evident and unques¬ 
tionable to the Tangri. In fact, as Pro¬ 
fessor Hizzarow'siklar of the Orion 
Academy has pointed out, the mobility 
and agressiveness of the clearly unin- 
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Tfte Gorsaips of TaRrfpi 

MILITARY SlillVHTiS 


Historically, the Tangri Con¬ 
federacy's military services have been a 
wildly chaotic confusion of diverse 
organizations when compared to those 
of other star nations. Originally, the Con¬ 
federation had no organic military struc¬ 
ture of its own, but could call on the 
forces of the various hordes at need. 
Even today, the Confederation has no 
organic planetary combat troops of its 
own, and the hordes continue to main¬ 
tain their own separate fleets. Any at¬ 
tempt to disarm them would shatter the 
Confederation. However, hard ex¬ 
perience has given birth to a unified naval 
command structure — the Confederation 
Fleet Command, or CFC — which main¬ 
tains its own forces and exercises an ill- 
defined supervisory authority over the 
horde fleets. 

The CFC's origins lie in the "Pro/ef- 
sku Incident" of 2334, when indepen¬ 
dent action by a horde fleet led to the vir¬ 
tual annihilation of the Humarshu Horde 
and almost embroiled the entire Con¬ 
federation in full-scale war against the 
Khanate of Orion. In the aftermath of 
that disaster, a centralizing movement 
arose under the leadership of Lorvycx, 
who was the anak of the Hurulix Horde 
as well as a noted scientist. 

The Hurulix Horde is not the largest 
of the Tangrian hordes, but ever since 
the Luzarixian Tangri first returned to 
space, its highly efficient fleet has played 
a role out of all proportion to the size of 
the horde. As the Hurulix anak, Lorvycx 
had a high degree of prestige, which at 
least won him a hearing. The in¬ 
dependence which is a part of all Tangri, 
however, stood in his way, and for some 
years his determined efforts were com¬ 
pletely frustrated. 

Lorvycx got his first real chance 
when the Tangri initially turned to the 
strikefighter. The R&D effort required to 
produce the first Tangrian fighters was 
beyond the capabilities of any single 
horde, so the Confederation govern¬ 
ment, by providing the backbone for the 
research, was able to monopolize the 
new technology. Although Lorvycx was 
still unable to win approval for a Con¬ 
federation fleet, he was able to retain 
complete control of all fighters. He 
adopted a policy of providing tightly- 
controlled technological support to the 
horde fleets — which thereby became 
less independent. The so-called 
"Lyonesse Incident" of 2340, widely 
regarded at the time as an independent 
venture of the Shiratsuuk Horde, was in 
fact an example of Lorvycx's "assis¬ 
tance" strategy. Two Shiratsuuk light 



cruisers were converted (with Con¬ 
federation assistance) into carriers for 
fighter squadrons which remained under 
Confederation control. (Lorvycx also 
helped shape the military strategy behind 
the Shiratsuuk campaign, although he 
was unable to convince the Shiratsuuk 
to pursue it wholeheartedly.) 

The divided command structure 
which resulted from the Confederation 
support doubtless contributed to the 
Tangrian defeat in System L-169, but 
this defeat was also Lorvycx's final vic¬ 
tory. Although his military strategy fail¬ 
ed because of poor execution on the part 
of the Shiratsuuk commanders, the 
defeat provided Lorvycx with the argu¬ 
ment he needed to overcome conser¬ 
vative resistance to a unified fleet. The 


failure of a horde fleet merely supported 
by the Confederation was accepted as 
a sign that halfway measures would 
serve no longer. The proper employment 
of the high technology available to the 
Confederation required a centralized, 
unified command structure to coordinate 
its use. 

The CFC (and the military of each in¬ 
dividual horde) is a unified service. There 
are, of course, functional differentiations 
within these services. One of the most 
notable,is what might be termed "For¬ 
tress Command," whose importance 
might seem surprising until one reflects 
that a secure base is a precondition to 
successful raiding. The CFC's coor¬ 
dinating role is especially visible in this 
area. Each horde is interested only in pro¬ 
tecting its own holdings, whereas the 
CFC is able to use those individual horde 
fortresses, in conjunction with a few 
built specifically for CFC use, to provide 
security for the entire Confederation. 

"Fighter Command" is another 
discrete organization within the CFC, 
one which has retained its monopoly on 
fighters. There is no "Survey Com¬ 
mand" within the CFC, because each 
horde jealously restricts and guards its 
right to explore the warp points it has 
surveyed. 

Although most of the various horde 
militaries possess an "army" branch (an 
organization expressly designed for sus¬ 
tained combat in a planetary environ¬ 
ment), the CFC does not. Indeed, the 
fact that the CFC should not have such 
a branch was one of the concessions 
Lorvycx was forced to accept in order to 
be allowed to create his unified com¬ 
mand. All horde fleets and the CFC, 
however, possess an organic combat 
element similar to the Terran Federation 
Marines. There is no differentiated 
"Marine Corps" to provide this compo¬ 
nent, however; all male Tangri of the 
dominant culture are trained in personal 
combat, and boarding actions and limited 
ground combat are simply one duty of 
fleet personnel — and a highly 
prestigious and potentially profitable du¬ 
ty, at that. 

RANK STRUCTURE 

Tangrian military ranks are at least 
as crude and arbitrary (to non-Tangrians) 
as pre-reform Orion ranks. The system, 
however, suits the Tangri. There are no 
rigidly defined levels of deference and 
authority within the Tangrian military 
hierarchy. An officer's title is an exact 
description of his command responsibili- 

continued on next page 
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Military continued 


thus providing an underlying simplicity 
which is not readily apparent unless one 
has mastered the Tangrian language. For 
example, the Tangrian rank of 
shallihardoshfal-oxitan, which strikes the 
non-Tangrian ear as cumbersome and 
complex indeed, translates as "com¬ 
mander of orbital base ten." It thus 
defines a highly specific duty post and 
delimits the reponsibilities and authori¬ 
ty of the officer in question with great 
precision. In like manner, all Tangrian 
ranks are function-based. The idea of 
one "lieutenant commander" comman¬ 
ding a frigate and another "lieutenant 
commander" serving as a naval attache 
is incomprehensible to the Tangri. 

There are, however, certain in¬ 
dividuals within the CFC and the horde 
military structures whose traditional and 
highly formal rank titles actually define 
the entire command structure. For exam¬ 
ple, each horde's anak is the 
commander-in-chief of that horde's fleet, 
and the final source of authority within 
it. But the actual operational command 
is delegated to the horrax, a member of 
the royal clan who is a military specialist 
of proven capability. The horrax acts as 
the anak's proxy, commanding "in the 
anak's name and at the anak's 
pleasure," even though it is tacitly 
acknowledged that the horrax generally 
knows far more about military matters 
than does his anak. 

The CFC is commanded by the arn- 
hahorrax, who is recognized as outrank¬ 
ing any horrax of any horde fleet called 
to service with the CFC. There is, 
however, one unresolved and potential¬ 
ly critical question of relative seniority in 
a combat situation: seniority between 
the arnhahorrax and an anak exercising 
his theoretical right to command his 
horde's fleet in action. This is a question 
which the Tangri have never had to set¬ 
tle; and most Tangrians hope they never 
will. 


RECRUITING 

The Tangri would have difficulty 
understanding the concept of 
recruiting," much less how anyone 
could think of it as a problem. The war¬ 
rior/raider ideal has been unchallenged 
throughout the Horde Culture's history 
— in fact, since long before recorded 
history;,What other races call "military 
service is simply the way a male Tangri 
becomes a fully accepted member of his 
horde. There is therefore no difficulty in 
recruiting for the combat arms of the 
Tangrian forces. 

Non-combatant support branches 
are another matter entirely. Military 
bureaucracy is just as uncongenial as 
any other sort to the Tangri of the Horde 
Culture. It is therefore necessary for the 
Tangri to admit Zemlixis to administra- 
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tive positions - especially on the lower 
levels, which the Zemlixis now 
monopolize. Note, however, that no 
Zemlixi, under any circumstance, ever 
exercises authority over any Tangrian 
combatant. 

Another problem is the ambivalent 
attitude of the Tangri toward 
strikefighters. On the one hand, fighter 
combat holds a profound psychological 
appeal for the individualistic male Tangri. 
But the Tangri have discovered that cen- 
tauroid physiology is less adaptable than 
that of humanoids to the inherent limita¬ 
tions imposed by the heroic life support 
requirements of fighter design. Tangrian 
fighter pilots are exceptional individuals, 
regarded as a breed of star-doomed 
heroes by their fellows. Many are ad¬ 
dicted to the drug sacaharrax, which 
enables them to adjust to extreme 
discomfort without impairing their 
reflexes. As a rule, only fighter pilots 
make use of sacaharrax , for its advan¬ 
tages are paid for with continued use by 
long-term metabolic degeneration. 

The CFC tends to attract individuals 
with attitudes which are relatively 
cosmopolitan, for Tangri, while tradi¬ 
tionalists generally opt for the services 
of their own hordes. The CFC fills some 
of the social functions of a "surrogate 
horde for its members, in a manner 
somewhat reminiscent of the old Terran 
Foreign Legion. 

Needless to say, the Tangrian 
military is restricted to racial Tangri, and 
consists entirely of males. 


PROTOCOL AND UNIFORMS 

The Tangri are notably lacking in 
what other races would recognize as 
military punctillio. To the Tangri, such 
things appear servile in the light of their 
predator heritage, and are taken as one 
more piece of evidence that Terrans and 
others possess some collective function 
which takes the place of true in¬ 
telligence. But a Tangrian ship or task 
force is likely to function in a surprising¬ 
ly disciplined manner. This is part of the 
nomad heritage: once the leader of a 
raiding party is agreed upon, his word is 
law, in the interests of the group's safe¬ 
ty and success, for the duration of his 
leadership. It would go harshly with a 
Tangri who endangered the other mem¬ 
bers of his unit by his indiscipline. 

Except in extreme environments, 
the Tangri have no utilitarian need for 
clothing, but personal ornamentation is 
important to them. In the case of the 
military, this takes the form of a tradi¬ 
tional requirement that a warrior (Jo into 
battle wearing a harness-like garment 
called the anhanchu. The anharichu is 
generally made of precious metals decor¬ 
ated with precious and semiprecious 


gems. The garment represents a signifi¬ 
cant percentage of the Tangri's personal 
wealth and, by tradition, becomes the 
prize of whoever fells its wearer in com¬ 
bat. In fleet combat, the anharichu is 
worn over an extremely plain vac suit. 

The anharichu cannot, by any 
stretch of the imagination, be considered 
a "uniform," however. Each Tangri is 
free to decorate his anharichu in any 
fashion which strikes his fancy; and 
many and barbaric are the designs which 
have been observed. There is, however 
a very definite and well-defined "military 
style" to which the basic garment con- 
forms, and centuries of custom have 
created an agreed-upon set of symbols 
which perform the function of rank 
insignia. 

All of the above applies only to the 
actual combat branches. The Zemlixis 
who staff the military administration 
wear a totally unornamented version of 
the anharichu , symbolic of their sub¬ 
warrior status. And, of course, they have 
no military ranks or titles whatsoever; it 
is unthinkable that any Zemlixi could ever 
outrank any horde member. * 


Corsairs continued 

telligent carnivorous plants of Tangri is 
considered by Tangrian thinkers as proof 
of their belief that life forms may appear 
intelligent when they are not so in fact. 

The Tangri have no aspiration to rule 
the galaxy (large-scale political units are, 
at most, advantageous artificialities to 
them), and since they regard all non- 
Tangri as Zemlixi or worse (and thus sub¬ 
normal), the Corsairs view themselves as 
the rightful "raiders supreme" of the 
known galaxy. All sentient and non- 
sentient races (for the Tangri make no 
fine distinctions) are their legitimate 
prey, to be plundered at their pleasure. 
As what might be considered the 
ultimate nomads of the galaxy, the 
Tangri need no justification for 'their 
depredations except the pleasure and 
wealth they can obtain from them. The 
notion of offering "Social-Darwinist" 
justifications for their actions, as, for ex¬ 
ample, the Orions traditionally have 
done, would never occur to a Tangrian 
anak — for the simple reason that no 
such reason is needed. 

Since the disastrous Humarshu ex¬ 
perience, of course, Tangrian application 
of this galactic view has been more 
restrained. This should not, however, be 
taken as a sign that the Corsair Federa¬ 
tion has changed its preconceptions. It 
would be more accurate to view this as 
the caution of the Terran tiger hunter or 
the Orion zeket trapper - the caution of 
a sentient being stalking a particularly 
deadly nonsentient. + 






TIMELINE: MODERN 
TANGRIAN HISTORY 


‘370 — Atomic energy is released by 
scientists of the Shodarnu Horde. 

‘733 — The Shodarnu Horde perfects 
a crude Atom bomb and uses it — only 
:o discover that the intended target (the 
-omarshu Horde) also has atomic 
oower. The single Shodarnu bomb is 
answered by fourteen, and the Tangrian 
Atomic War ends in a single day — along 
.vith the Shodarnu Horde. The various 
nordes discover that many of the other 
nordes have developed (or stolen) the 
secret of fission weapons. A “cold war" 
sets in, with heavy emphasis on rapid 
:echnological progress in weaponry and 
aerospace development. 

1772 — The first successful Tangrian 
manned spaceflight, under the auspices 
of the Delanden Horde. 

1791 — The first Tangrian artificial 
space habitat is constructed by Delanden 
and Todenfaz Hordes in a joint venture. 

1795 — Anaks of the larger hordes meet 
secretly. In a move unparalleled in 
Tangrian history, the clan and horde 
leaders agree to move their rivalries off 
the planet in an effort to prevent the 
nuclear and biological devastation of 
their own habitat. 

1802 — Ion drive is developed by the 
Tordenfaz Horde. Spies from the other 
hordes promptly steal the secret. 

1817 — The first warp transit by Tangri 
almost touches off a "hot" space war 
because of misunderstanding. The Ho- 
marshu Horde's survey ship Cutthroat in¬ 
advertently enters a warp point and 
disappears — leading to Homarshu belief 
that the ship has been destroyed by 
some new weapon system. The Homar¬ 
shu go so far as a Priority Red Alert 
before their anak can be convinced that 
no one has harmed his ship. Fortunate¬ 
ly, Cutthroat's science officers quickly 
deduce what has transpired and make 
their way home, thus defusing the crisis. 

1828 — The first Tangrian interstellar 
colony is founded on Luzarix, beginning 
a period of more-or-less peaceful rivalry 
in the colonization field as the hordes vie 
with one another for out-system real 
estate. 

1828-1849 — A period of frenzied col¬ 
onization, its intensity and effort match¬ 
ed only by that of the early Khanate of 


Orion. Probe ships explore every open 
warp point in and around Tangrian home 
space — only to discover that the Tangri 
can reach a maximum of four other 
systems. Disputes over opposing claims 
to those systems' planets begin a period 
of increasing interhorde tension. As the 
Tangrian "universe" begins to appear 
smaller than was hoped, a policy of con¬ 
frontation between hordes begins once 
more. 

1885 — After thirty-six years of increas¬ 
ing tension, the Tangrian Interstellar War 
begins. The carnage envelops all hordes 
and all populated planets within approx¬ 
imately eighteen months. Orbital habi¬ 
tats are destroyed by missile strikes. 
Spaceflight ends as technology crum¬ 
bles. A Dark Age begins in the home 
system and in all colonies except Luzar¬ 
ix, where steam-age technology is main¬ 
tained as the seed of gradual recovery. 
However, so much knowledge has been 
lost and Luzarix is so low in fissionables 
that the ion drive is forgotten, as are 
most of the techniques of warp travel — 
including the art of locating warp points. 
On Luzarix itself (and, to a lesser degree, 
on the other colony worlds) the neces¬ 
sities of survival for small populations, 
coupled with the scars of nuclear, 
chemical, and biological warfare, engen¬ 
der a fledgling tradition of interhorde 
cooperation and a tacit agreement to 
limit future warfare. On some of the col¬ 
ony worlds which had boasted enclaves 
of more than a single horde, new horde 
orginizations evolve, combining some 
past enemies into new entities. 

2021 — Atomic energy is rediscovered 
on Luzarix. 

2050 — The first Luzarixian artificial 
satellite is launched. 

2056 — The first Luzarixian manned 
space probe is launched. 

2059 — A manned Luzarixian probe 
makes a rendezvous with the ruins of or¬ 
bital habitats left from the Interstellar 
Age. Ruins of those habitats give 
Luzarixian technology a shot in the arm, 
but astrogation materials are sadly lack¬ 
ing, since the military complexes of the 
habitats (which also contained the 
navigational systems) were priority 
targets. 

2065-2067 — The first Luzarixian lan¬ 
ding on that planet's two moons by two 


different hordes. 

2100 — Luzarixian Tangri begin con¬ 
struction of first post-war permanent 
space habitat. Luzarixian hordes work in 
concert on the project. 

2113 — The first manned interplanetary 
flight within the Luzarix System. 

2148 — Colonization of other Luzarixian 
planets begins, using crude fusion reac¬ 
tion drives to power the colony ships. 

2201 — Ion drive is rediscovered on 
Luzarix. A period of intensive in¬ 
terplanetary development within the 
system begins, accompanied by an un¬ 
successful search for warp points (the 
existence of which is known from sur¬ 
viving records, although the precise loca¬ 
tions remain a mystery). 

2230 — Interhorde realtions in the 
Luzarix System begin to break down in 
the face of affluence. The old Tangrian 
traits of nomadic raiding begin to reap¬ 
pear in the form of limited, conventional- 
weaponry interplanetary raids. The 
Luzarixian Humarshu Horde, as the most 
powerful and aggressive of them all, 
earns the hearty dislike of all other 
hordes in the Luzarixian System. 

2269 — The Sabeillians, an extremely 
peaceful race of humanoids, infer the ex¬ 
istence of warp points after a long period 
of interplanetary expansion. They send 
a very large, very well-equipped and 
totally unarmed exploration ship through 
the first open warp point they discover. 
It emerges in the Luzarix System through 
a closed warp point — thereby startling 
the Tangri immeasurably and simulta¬ 
neously demonstrating the existence of 
closed warp points. The demonstration 
also proved that it is, after all, possible 
to expand beyond those systems which 
are already known. 

2270 — The Sabeillian survey ship, hav¬ 
ing fallen in with one of the omnipresent 
squadrons of Tangrian warships (these 
belonging to the Hurulix Horde), at¬ 
tempts to communicate, only to have its 
engines disabled. It is then captured. The 
Luzarixian Tangri, grasping the implica¬ 
tions of what has happened, shelve their 
private feuds, begin intensive study of 
the Sabeillian nav tapes — and prepare. 

continued on page 43 
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The rasping drone of the berthside 
communication buzzer cut like a laser 
through his sleep numbed brain as he 
brought his hand down with a savage 
chop on the deactivation toggle. Vile 
thing, he thought. Just once he wished 
he could awaken to something more 
pleasant: about five foot four and well 
rounded. Oh well, he shouldn't have 
been dozing anyway; but in this fifth year 
of Mankind's first interstellar war, a star- 
ship captain had to catch a few winks 
whenever he could. 

"Captain?" 

Captain Robert W. Cash stared into 
the tiny vid-screen at the form of Lieute¬ 
nant Martinez, his executive officer. 

"Yes Alfredo?" 

"Half an hour to ETA at the Hades 
Portal warp point." 

Very good. I'll be right up." 

Cash stood and smoothed the blue 
fabric of his vacuum suit as he made for 
the bridge of his pride and joy, CA 14 
TFNS Ukraine. 

Hades Portal, he thought darkly; one 
thing was sure: whoever had named the 
misbegotten system and its warp entry 
had been a wizard at understatement. 

He remembered the briefing aboard 
the task force flagship, TFNS Revenge. 

"Hades," said Lutjens, Admiral 
Hyanemi's intelligence chief, "was dis- 
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covered about twenty years ago and 
promptly forgotten - again." He grinned 
slightly at the feeble humor. "Space is 
full of anomalies, and Hades is among 
the damndest. It is a class three red sun 
with two planets, the inner of which is 
habitable — if you tend toward 
masochism. 

"The warp point called Hades Por¬ 
tal is located near the orbit of the outer 
planet." Lutjens indicated a point on the 
holographic chart beside him. "Between 
the orbits of the planets is an asteroid 
field of very dense proportions." 

"How dense?" asked Captain Alicia 
Simms, commander of the task force's 
escort unit, Desron Four. 

Dense enough to force a speed 
reduction of one third and to cause a 
serious erosion of weapons effec- 
tiveness." 

The German frowned as a slight 
murmer filled the room, then motioned 
for silence. 

Oh, that s not the bad news; not 
by far." The room immediately stilled as 
he continued. "This system's primary is 
unique. It combines with other random 
factors, so the thinkers tell me, to pro¬ 
duce a potent sort of solar wind which 
is electromagnetically charged at the 
proper frequencies to make our attack 
and visual scanners, as well as com¬ 
munications, most unreliable." 

A collective groan filled the room, 
followed by general bedlam. 

You mean we'll be blind?" 

"We can't fire?" 

Finally Commodore Harcourt, the 
cruiser squadron CO broke through the 
noise. "Just what ranges will we have?" 
Again silence reigned. 

"Approximately one and one half 
light seconds to practically nil, about thir¬ 
ty thousand miles." 


Someone cleared his throat quietly 
then spoke. 

"Uh, if this place is so bad, what are 
we doing going there?" 

"I'll answer that if you please." All 
eyes shifted to the compact form of Ad¬ 
miral lano "Jake" Hyanami as he strode 
up and took the place of his intelligence 
chief. 

"We're going because the Orions 
have already gone. The Tabbies have set 
up a scientific outpost on the second 
planet. The people who get paid to know 
think the Khanate is studying the at¬ 
tributes of the system. If they could con¬ 
trol the root causes of the solar wind... 
weH, I don't have to tell you the 
possibilities of a cloaking device. We 
don't know for sure what they're after, 
but if they want it bad enough to stick 
out the environment, we've got to make 
sure they don't get it. 

"We expect strong naval forces 
around the system; but remember, their 
ships will be operating with the same 
limitations as ours, and we have surprise 
on our side. We must neutralize that 
station. 

"We will transit Hades Portal warp 
point at red alert. The Tabbies probably 
have a picket force stationed to watch 
the warp point. The heavy cruiser 
squadron will go in first, Ukraine on 
point. The Orion's instruments will be af¬ 
fected, so they'll be close. You'll have 
to come through the warp point ready to 
fight. 

All necessary codes and informa¬ 
tion will be fed into your ships' com¬ 
puters by the flag computer. We get 
underway at 1 5 hundred hours. That's 
all." 

^ ^ & ☆ -fr 
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iattfe Fog continued 

The soft swish of the lift doors 
: *: jght Cash back to the present as he 
:~eoped onto the well-lit bridge of the 
. s'aine. He observed with satisfaction 
tne quiet efficiency of the expert bridge 
rew. 

'Til take the Conn, Alfredo." 

"You've got it. Captain," answered 
•~e swarthy South American as he rose 
and surrendered the command station. 

ETA twenty-two minutes." 

Cash sat in the thickly contoured 
seat and swung the command console 
nto position. He locked it down with a 
twist, making sure that his vacuum 
“elmet was in its proper place, close at 
“and, as he did so. 

Sitting back, he activated the con¬ 
sole screen and switched it to monitor 
the ship's scanners. He smiled at the 
“eat formation of blips on the screen. 
z rst the cruiser squadron, then Ukraine 
on point, Argentina (flag) and Utah. Next 
came Revenge and Respite, comprising 
Battle Squadron Three, surrounded by 
the escorts, Desron Four and Six , with 
a CL and three DDs each. Cash nodded, 
it was a well balanced attack force, 
powerful but wieldy — and they were 
going to need it. 

☆ ☆ ☆ ☆ ☆ 


Captain Cash and the bridge crew of 
the Ukraine sat tensly as they approach¬ 
ed the warp point. Cash found himself 
staring at the main screen, although the 
peaceful starfield it displayed showed 
nothing; warp points were invisible to 
the eye. 

"Fifteen seconds to transit," came 
the word. 

Cash scanned the bridge. Each crew 
member was in his place. Panel lights or 
the blinking alert signals reflected on 
each helmet's face plate, enhanced by 
the subdued battle lighting of the bridge. 
On the control deck and throughout the 
ship hung a feeling, like a tightly wound 
spring ready to snap, of impending 
action. 

"Five seconds... four... three... 
two... now!" 

The nausea knotted Cash's stomach 
as it always did when he was hurled light 
years from his present location. And then 
the ship was through, floating in a new 
void, one that was tremendously 
different. 

"Captain, communications are bad. 
I have Argentina weakly, but can't get 
anyone else — just static. Did they make 
transit?" 

"Captain, gunnery reports no lock 
on over one point five light seconds... 
tracking hazy..." 

"Contact!" This from the scanning 


station. "Two drive fields picked up, 
bearing three hundred." 

Cash sat up. "Type?" 

"Unable to verify, sir. We're fogg¬ 
ed... incoming fire!" 

Before he could react. Cash felt the 
deck plates jump as Ukraine's shields 
flared. "GMLs on rapid fire mode. Lock 
on, return fire!" He spat orders like a bat¬ 
tle computer. 

"Lock on fading. Damn this soup!" 
Ukraine's gunnery officer seethed. 

"Helm, steer three-twenty, then 
follow the projected course of the enemy 
ship. Activate point defense for 
automatic tracking. Communications, in¬ 
form Argentina of the situation." 

Ukraine's Communication Tech 
spun to face her commander. "Already 
done, sir. The squadron flagship reports 
that she is in contact, and exchanging 
fire with two light cruisers." 

"Captain, lock on restored. I have 
all three ships." 

"Put it on the screen." Ukraine's 
Sensor Tech hit a switch and the main 
screen at the head of the bridge 
flickered, then focused. The view was 
poor, but at close range the situation 
could be read. Argentina hovered in 
space, sandwiched between the two 
Tabby light cruisers. Argentina was a 
better ship, but the two-to-one odds 
were disturbing. Argentina rocked as a 
beam erupted from the nearer Orion to 
wash over Commodore Harcourt's ship. 

"All ahead. We've got to even those 
odds," ordered Cash. Ukraine sprang 
forward. 

Intent on punishing the Terran ship, 
the nearer Orion tarried a moment too 
long as Ukraine sped in, her GMLs yam¬ 
mering and shredding the Khanate's 
shields. 

"Incoming fire!" reported Martinez 
as the Orion's hull erupted in light at 
several points. 

Once more Cash felt the ship rock 
and sway as Ukraine's shields absorbed 
the onslaught. 

"Enemy shielding is down," 
reported the Scanner Tech. 

Cash nodded grimly. "Lock on force 
beams; fire!" Cash watched the deadly 
energy sheet over the enemy vessel. 

"Multiple hits, commander." The 
Scanner Tech smiled broadly. "The 
target is turning away, now accel¬ 
erating." 

"Captain, Commodore Harcourt on 
squadron channel," broke in the Comm 
Tech. 

"I'll take it." Cash activated the 
comm station on his console. The face 
it revealed was disheveled, but the eyes 
still shone bright and the voice was com¬ 
manding and strong. 

"Cash, you've got to get that Tab¬ 
by. If he gets within communication 
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Battle Fog continued 

range of the base on the planet, the 
operation is blown/' 

"Commodore, what's your status? 
Can you deal with the other cruiser? 
Your situation doesn't look so well." 

Harcourt grinned. " Argentina and I 
are tough old birds. And Utah is moving 
up to help. Now get going!" The line 
went dead. 

"Helm, accelerate after the enemy 
cruiser. How is the lock on?" 

"Fading," reported the weapons 
officer. 

"Fire missiles." Three bright lances 
tipped with death sped from the 
Ukraine's GMLs toward the enemy. Cash 
saw a bright, brief glow on the enemy 
drive field. 

"One hit, Captain. The others were 
stopped by point defense. The target is 
slowing." 

Cash nodded. "Good," he said, 
"maybe we got an engine hit." 

A pair of shapes suddenly detach¬ 
ed themselves from the enemy hull. 


"They know they hurt us. 
Let's let them think 
it's bad." 


"Incoming missiles," reported the Scan¬ 
ner Tech without looking up. 

No sense worrying about those, 
thought Cash. "Target point defense. 
Helm, close with the enemy ship. Lock 
on all weapons." 

As if in answer to the Terran com¬ 
mander's implied challenge and his own 
inability to outrun his pursuer, the alien 
commander swung his ship to meet the 
Terran. 

"Switch GMLs to gun mode; fire!" 

The two cosmic warriors approach¬ 
ed and passed, the stacatto bark of 
nuclear shells punctuated by the flash of 
beam weapons as the giants danced in 
the inky void. 

The second pass commenced as the 
first. Cash watching the enemy ship 
growing larger on the screen as the 
vessels exchanged broadsides. And then 
he saw the laser beam flash from the 
enemy ship in the second before the 
Ukraine's bridge sparked with searing 
light. That's how it was in star combat: 
one moment a neat, ordered bridge, each 
crewman intent on his task, and the next 
instant a kaleidoscope of flying debris 
and electric arcs accompanied by the 
screams of shocked people and often the 
hiss of atmosphere. Cash shook his 
numbed head; that static charge had 
been mean. They'd been lucky the hull 
had held together. 

He hit his intercom. It was out. He 
urgently pulled the portable backup from 
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its place and plugged it into his helmet 
jack. 

"Damage Control, the bridge is hit. 
Send damage control parties and medical 
crews on the double!" 

He looked through the smoky haze 
at the situation on his bridge. The 
screens were blank, but the com- 
municatons tech was already back on 
station and working furiously. Apparent¬ 
ly the scanner position had taken the 
force of the hit; the operator lay crumpl¬ 
ed on the deck. The helm was still 
answering the helmsman, and the 
navigator was shaken but unhurt. The 
gunnery officer sat on the deck, holding 
his arm. 

"Scanners and Gunnery, backups to 
the bridge," Cash snapped. "Comm, 
we've got to see to fight." 

"I'm working on it!" the operator 
answered shortly. 

"Captain, we've drifted. Shall I cor¬ 
rect?" asked the helm. 

Inspiraton flashed in Cash's whirling 
brain. "No. They know they hurt us. 
Let's let them think it's bad." 

He was barely aware of the replace¬ 
ment personnel slipping into position, but 
was happier by far a moment later when 
his battle plot flickered, then came on to 
stay. Just in time , he thought; Tabby's 
coming around again. 

The enemy ship came in confident¬ 
ly, expecting the kill. Cash knew all re¬ 
maining weapons would be locked on 
the Ukraine. 

"Steady... hold your fire, let her drift 
.. he's coming in close to use his laser. 
Steady... here, kitty, kitty. Now, fire!" 

The deadly lances of energy shot 
from Ukraine and speared the Orion. 
Cash saw her plates buckle. Atmosphere 
spurted from the ruptured hull as the 
beleaguered ship shuddered. 

"Helm, maximum acceleration. 
GMLs gun mode; fire!" 

The Orion exploded in a blinding 
sphere of heat. 


& ☆ ☆ ☆ ☆ 


Cash watched the Ukraine's screen 
grimly as the debris from the Orion 
cruiser slowly disssipated into the solar 
wind. It was never pretty or satisfying 
to destoy; but it came down to them or 
you. 

"Communications, can you raise 
anyone?" 

"Negative, sir. Only static on all 
channels." 

Dammit , thought Cash. All out of 
range. Ukraine was effectively lost in this 
electronic pea soup. Oh well, he didn't 
know where the rest of the task force 
was, but he could find them. He knew 
where they were going. 

He thumbed his portable comm unit. 


"Damage control, status report." 

"Shields down, sir, slight armor 
damage. That's the hit that skinned the 
bridge." Cash nodded. Not too bad, 
considering. 

"Get to work on the shields. Try to 
get a couple of courses back up. Helm, 
steer a course for that infernal planet - 
through the asteroid field. Weapons 
ready. We've got an appointment with 
the Tabbies." 


SCENARIO — TO HELL 
AND BACK AGAIN 

1. SETUP: 

(Use tactical scale.) 

Planet #1: 

Hex 0814 
Planet #2: 

Hex 3811 

Warp Point (Hades Portal): 

Hex 4015 


2. ORDER OF BATTLE: 

TERRAN: 

CAs Ukraine, Argentina and Utah 
(all Argentina class) — Enter by warp 
point on turn one. 

BBs Revenge and Respite; CLs 
Spruance and Je/lico (both CLs as per 
Rodney class); DDs Cornwallis, 
Burgoyne, Wellington, Scipio, Rokosov- 
sky and Rommel — Enter by warp point 
on turn three. 

The Terran player may chose the 
facing of all ships. 

ORION: 

Base (on planet #1) — 
(5xS)(4xA)HRHXDHFXHRFHD 

BBs Ka/bacun and Do/tech — Stack¬ 
ed together in any vacant hex two to 
four hexes from planet -1. 

BBs Jo/ochi and PoStomin — Same 
placement as above. 

BCs Ra/kha and Ba/kha (both Va/kha 
class) — Same placement as above. 

CAs Delgor and Ama/rae; CL Ka/rea 
— On planet. May not take off until ac¬ 
tivated (see special rule "e.") 

PICKET FORCE: 

CLs Malkor and Tormae — Within 
four hexes of warp point. 

8xDD (2 x Bole hoi, 2x Toichoi and 
4 xBo/cho); 2xFG (Sy class) — In any 

asteroid hex. 


3. SPECIAL RULES: 

a. The Terran player has the in¬ 
itiative. The Orion player sets up first. 

b. All Orion ships are stationary. No 
Orion ship may move or fire any weapon 
until it has been activated (see special 
rule "e"). 
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ssnfe Fog continued 


c. The Hades system is unique 
because of its local conditions. Hex rows 
'I DO through 2000 constitute an 
^:eroid field. Because of the density of 

= field, any ship which moves over a 
= :eed of "4" in any turn in which it 
f~:ers or passes through an asteroid hex 
rjtomatically takes one point of damage 
•: r each point of speed over "4These 

■ ts occur from left to right. Additional- 

■ any weapons fire into an asteroid hex 
f jds °ne to the probability-of-hit die-roll 
•:r each asteroid hex through which the 
ye passes, including the target hex. 
3 ayers may keep track of the asteroid 
-ex rows in any manner they wish. 

d. At the beginning of each turn, the 
Terran player rolls one six-sided die. The 
~ jmber rolled is the range for that turn 
*or lock on, datalink, ship-to-ship com¬ 
munications, activation or weapons fire, 
yi tracking from previous turns is lost 
f it exceeds this range. Ships outside of 
:he indicated range, whether friendly or 
nostile, may not interact in any manner. 

e. Orion ships must be activated 
oefore they may move or fire. Activation 
occurs in one of two manners: 

i. Whenever any Terran ship 
moves as close to an Orion ship as the 
-ange determined in special rule "d" for 
the current turn, that particular Orion 
ship is activated. 

ii. Whenever any previously ac¬ 
tivated Orion ship moves into the current 
communication range of any unactivated 
Orion ship, the ship becomes activated. 
Note that the process of activation may 
form a chain reaction if other Orions are 
within communications range of an 
Orion ship when it becomes activated. 

f. Ships which become activated 
may fire on the turn in which they are ac¬ 
tivated and move normally on the follow¬ 
ing turn. Once a ship is activated, it re¬ 
mains activated for the rest of the 
scenario. 


4. SCENARIO LENGTH: 

The scenario continues until the last 
uncaptured Terran ship leaves the board 
through the warp point. 


5. VICTORY CONDITIONS: 

a. The Terran player must destroy 
the Orion base and escape through the 
entry warp point. 

b. Players are awarded one point for 
each interior hit on an enemy ship. 

c. Players are awarded one point for 
each interior system still intact on any 
ship which is captured. 

d. The Terran player is awarded five 

points for each interior hit on the base, 
and twenty points for each "X" system 
he destroys. The Orion player receives 


the same number of points for each in¬ 
tact base system. 

e. The player with the highest point 
total wins the scenario. 

TERRAN FEDERATION: 

BBs Revenge, Respite 
(4) Sxl7 Ax 14 HWH(III)HTWFPHD 
(III)PM3TFPDWC(lll)(III)(III) (5) 

CAs Ukraine, Argentina, Utah 
(3) Sx8 Ax5 H(II)WW(II)TFM2FWCD 
(ll)(N)(ll)(ll) (6) 

CLs Spruance, Jellicoe 
(3) SSSSAAAH(ll)WHWLd)WCDdl)d) 
(H)(1) (6) 

DDs Cornwallis, Burgoyne 
(2) SSSAAAHWIFIWDIIII (6) 

DDs Wellington, Scipio, Rokosovsky, 
Rommel 

(2) SSSAAHIHIIWIIDFWI (6) 


KHANATE OF ORION: 

BBs Kalbacun, Doltech 

(4) Sxl 7 Axl 3 Hdll)FHFPHdll)T(M3) 

PFPH(lll)TFCPDdll)dll) (5) 

BBs Jolochi, Poltomin 
(4) Sx14 Axl0 HWH(lll)HPDdll) 
WHWHW(M4)WP(III)DHWHWCWD 
(lll)W(lll) (5) 

BCs Ralkha, Balkha 

(3) Sxl2 Ax6 HLH(II)W(II)FPWTD 

(ll)M3FPWCD(ll)(ll)(||) (6) 

CA Ama/rae 

(3) Sx9 Ax6 HW(ll)FW(ll)LM2WCTD 
(M)(ll) (5) 

CA De/gor 

(3) Sx9 Ax6 W(II)LHW(II)LM2WCT 
(IDdDdl) (5) 

CL Kalrae 

(3) Sx7 Ax4 HGdl)LRd)GH(ll)d)dl) 
d) (6) 

CLs Malkor, Tormae 

(3) Sx6 Ax4 Hdl)WH(l)LWDT(ll)(l) 

(H)(1) (6) 

DDs Bole hoi. Hole hoi 

(2) SSSAAAHIRM2WLDIII (5) 

DDs Tolchoi, Role hoi 

(2) SSSAAAHLIM2WLDIIII (5) 

DDs Bole ho, Zolurn, Holcho, Zolcho 
(2) SSSSAAAHIWWLDIIII (5) 

FGs Ly, Hy 

(2) SAHIWILIFI (4) * 


Timeline continued 

2271 The fleet of the newly formed 
"Confederation of Luzarixian Hordes of 
Tangri sweeps out of the Luzarixian 
System and conquers the Sabeillians in 
a lightning war. 

2272 — The Luzarixian Tangri re¬ 
establish contact with the ruined and 
primitive home world. Radioactive con¬ 
tamination is far less than they had 
feared, and the Luzarixian Tangri im¬ 
mediately begin the reclamation of 
Tangri. 

2279 The Confederation of Luzarix¬ 
ian Hordes of Tangri is extended to in¬ 
clude all five Tangrian Systems and 
renamed the "Confederation of Tangri." 
The new government is proclaimed on 
the ancestral home world, which will 
serve as a "neutral" capital. 

2282 The strain of managing an in¬ 
terstellar government (even one as 
loose as the Luzarixian confederacy) 
is baffling to the Tangrian horde mentali¬ 
ty. The new government is the largest 
Tangrian political unit ever imagined and 
requires a bureaucracy, but the horde 
ethos is totally unsuited to the task. The 
anaks turn to the despised Zemlixi to pro¬ 
vide functionaries, which necessitates 
the relaxation of certain Zemlixi legal 
disabilities. Despite the practical necessi¬ 
ty of the move, the use of Zemlixi 
bureaucrats and their subsequent gain of 
limited legal rights meets with stubborn 
social and political resistance from con¬ 
servative elements. 

2294 — The Tangri Confederacy finally 
feels secure enough to begin exploring 
and raiding through the other warp 
points in the Sabeillian System. 

2330 — Unobtrusive Tangrian scouts 
encounter the Terran Federation and the 
Khanate of Orion. Caution restrains the 
hordes from taking on such formidable 
prey, but greed and the nomadic raiding 
tradition push them towards it. A brief 
period of intensive (and bitter) internal 
debate ensues over the question of 
raiding these star nations. 

2333 — Tangrian scouts pick up 
evidence of the Fourth Interstellar War. 

A strong faction argues that the time is 
now ripe to raid the great powers while 
they are too preoccupied to respond. The 
anak of the Humarshu Horde gives dead¬ 
ly offense to his colleagues by declaring 
that they have turned into Zem/ixis. He 
storms out of the arnharaanaks and 
prepares to take matters into his own 
hands. 


2334 - The " Pro/etsku Incident/ 


★ 
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SUHMiAO STRAITS 

A BATTLEWAGON SCENARIO 



C.A.mUKl S5 


(M5.4) BATTLE OF SURIGAO STRAITS 
(10/24/44) 


HISTORICAL BACKGROUND: As part of 
Operation SHO-I, intended to disrupt the 
American landings at Leyte Gulf, the 
Japanese intended to send two groups 
through Surigao Straits. These ships 
were to link up with others off of the 
beaches and destroy the landing forces. 
The American planes spotted Admiral 
Mishimura's two battleships on October 
23rd, and the Allies moved six old bat¬ 
tleships under Rear Admiral Oldendorf to 
intercept. 

The Americans were lying in wait for 
the Japanese ships. Motor torpedo boats 
had been harrassing the Japanese force 
for hours. The scenario begins as the 
Japanese ships enter the confined 
waters of Surigao Straits and are attack¬ 
ed by U.S. destroyers. The Japanese 
ships must pass through the straits and 
link up with the other Japanese ships at 
the U.S. landing area at Leyte to be 
successful. 


CONDITIONS: Light = Night 

Weather = Clear 
Seas - Normal 


SET-UP (03:00): 


SIDE A (JAPANESE) 
GROUP 1 


BB 1 

Yasmashiro 

1630-A 

BB 2 

Fuso 

1631 -A 

CA 1 

Mogami 

1632-A 

DD 1 

Shigure (Shiratsuyu 



class) 

1628-A 

DD 2 

Michishio (Asashio 



class) 

1628-A 

DD 3 

Asagumo (Asashio 



class) 

1629-A 

DD 4 

Yamagumo 



(Asashio class) 

1629-A 


The Asashio class destroyers use 
the Kagero class data. These ships are 
moving at a speed of "4." The bat¬ 
tleships and cruiser are in line ahead 
formation. 

GROUP 2 

CA 2 Nachi 

CA 3 Ashigara 

CL 1 Abukuma 

DD 5 Akebono (Fubuki class) 

DD 6 Ushio (Fubuki class) 

DD 7 Kasumi (Shiratsuyu class) 

DD 8 Shiranuhi (Kagero class) 

DD 9 Wakabe (Harsuharu class) 

DD 10 Hatsushimo (Harsuharu class) 
DD 11 Hatsuharu (Harsuharu class) 

These ships enter turn 5, impulse 1 
at hex 1634. The heavy cruisers are in 
line ahead formation. The other ships 


enter the map in line ahead formation, 
but are not required to remain in forma¬ 
tion after entering. The parts of the col¬ 
umn enter in this order: DD 5, 6, 7, 8; 
DD 9, 10, 11; CL 1 and CA 1, CA 2. 
(This is a guess: the Japanese normally 
led with their DDs and the CLs were DD 
leaders. The capital ships normally 
stayed in formation a mile apart. They 
enter in column due the restricted 
waters.) These ships are moving at a 
speed of "5." 

SIDE B (UNITED STATES) 

GROUP 1 

DD 1 Remey (Fletcher 

class) 2024-C 

DD 2 McGowan (Fletcher 

class) 2024-C 

DD 3 Melvin (Fletcher 

class) 2024-C 

All ships in this group are moving at 
a speed of "5." 

GROUP 2 

DD 4 McDermut (Fletcher 

class) 1122-D 

DD 5 Mossen (Fletcher 

class) 1122-D 

All ships in this group are moving at 
a speed of "5." 

continued on next page 
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Zu-gao continued 
GROUP 3 

EE W. Virginia 0702-C 

EE 2 Maryland 0601-C 

E5B 3 Mississippi 0501-C 

EE 4 Tennessee turnl/imp 3/0501 -C 

ES 5 California turnl/imp 6/0501-C 

EE 6 Pennsylvania turn2/imp 3/0501-C 

All ships in this group are moving in 
~e ahead formation at a speed of "2." 

GROUP 4 

Z A 1 Louisville 0603-C 
CA 2 Portland 0603-C 
CA 3 Minneapolis 0503-C 

1 Denver 0503-C 

2 Columbia 0402-C 

All ships in this group are moving in 
ne ahead formation at a speed of "2." 

GROUP 5 

CA 4 RAN Shropshire 0102-C 
CL 3 Phoenix 0103-C 

CL 4 Boise 0103-C 

The RAN Shropshire uses British 
London class heavy cruiser data. All 
ships in this group are moving in line 
ahead formation at a speed of "2 

COAST HEXES: Leyte Island: 0104, 
0204, 0205, 0306, 0307, 0308, 0408, 
0409, 0410, 0411,0512, 0513, 0613, 
0614, 0615, 0716, 0717, 0718, 0818, 
0819, 0820, 0821,0822, 0823, 0824, 
0825, 0826, 0726, 0626, 0526, 0425, 
0325, 0224 and 0124. 

Panaon Island: 0131, 0231, 0322, 
0432, 0533, 0633 and 0634. 

Hibuson Island: 2111, 2211, 2312, 
2313, 2314, 2213, 2212 and 2112. 

Dingat Island: 2810, 2811,2812, 2713, 
2613, 2714, 2715, 2716, 2616, 2617, 
2618, 2519, 2419, 2320, 2420, 2421, 
2422, 2523, 2524, 2525, 2526, 2626, 
2627, 2528, 2427, 2328, 2428, 2529, 
2530, 2531, 2532, 2533, 2433 and 
2434. 

SPECIAL RULES: 

1. All U.S. cruisers and destroyers 
and the battleships West Virginia, Ten¬ 
nessee and California have radar [see 
(G6) in the Battlewagon rulebook]. 

2. The Japanese Group 1 must con¬ 
tinue at the course and speed listed un¬ 
til it spots the U.S. battleships or until 
it is fired upon by them. 

3. U.S. and Japanese destroyers 
have crack torpedo crews. 

4. Japanese ships may exit the map 
by either the north mapedge (via hexes 
0101-0103 and 0101-1801) or the 
south mapedge (via hexes 0734-2334). 


SPECIAL SOLITAIRE RULES: The 

Japanese were considerably overmatch¬ 
ed at Surigao Strait. Consequently, this 
scenario is more fun to play solitaire, as 
the American commander. The special 
rules that follow control the Japanese 
forces for a solitaire scenario. 

BOTH GROUPS: Japanese ships will fire 
at targets of opportunity. Targets are 
selected by size and distance. A target 
of equal size is selected if available. If 
more than one target of equal size is in 
range, the closest target is fired on. If 
more than one target of equal size is 
available at the same distance, then a) 
the target which was fired on most 
recently is fired on again or b) if neither 
target has been fired on, a die-roll deter¬ 
mines which target will be fired on. 

GROUP 1 ONLY: The Japanese com¬ 
mander had only one priority — to break 
through to the Leyte landing site. The 
capital ships of Group 1 (both BBs and 
the CA) are required to continue straight 
up the Surigao Strait at their best possi¬ 
ble speed. They are also required to at¬ 
tempt to exit the map by hex 1601. The 
destroyers may move and make torpedo 
attacks when enemy CLs, CAs or BBs 
are within 10 hexes. The destroyers will 
move as a group toward the nearest 
such American ship at maximum speed, 
and will launch torpedoes when they 
reach a range of six hexes from the 
American ship. Any surviving Japanese 
destroyers will then move by the 
shortest distance at their highest possi¬ 
ble speed to rejoin the larger ships of 
Group 1. Once having rejoined the main 
group, the destroyers may be assumed 
to be rearmed, and may repeat this 
strategy one more time. If both Japanese 
battleships are crippled or sunk, any sur¬ 
viving ships turn around and head back 
toward the south mapedge (hexes 0734 
through 2334) and attempt to escape at 
highest possible speed. 

GROUP 2 ONLY: The Japanese com¬ 
mander of Group 2 arrived just as the 
remnants of Group 1 were leaving. 
Group 2 follows the same instructions as 
Groupl, and must proceed up Surigao 
Strait at best possible speed. However, 
Group 2 turns and attempts to leave the 
battle via the south mapedge by the 
shortest possible route if the remnants 
of the first group turn to leave. 

SCENARIO LENGTH: The scenario con¬ 
tinues until all ships of either side sink 
or leave the mapsheet, or through the 
end of turn nine. Any Japanese ships 
that have not left the mapsheet by the 
end of turn nine are considered sunken 
since they would not have escaped in 
time to be out of range of U.S. airpower. 


VICTORY CONDITIONS: The Japanese 
were, historically, in an impossible situa¬ 
tion. The standard victory conditions 
[see (M 1.1)] are used to determine vic¬ 
tory. In addition, the Japanese player 
receives a bonus of 25 points for each 
of his battleships if they score 
penetrating main-gun hits on an 
American battleship and then exit the 
mapsheet by its southern edge. The 
Japanese player automatically wins if 
either of his battleships exits the map to 
the north (hexes 0101-0103 and 
0101-1 801) and still has a main gun tur¬ 
ret in operation. 


ORDER OF BATTLE ALTERNATIVES: 

1. Group 2 of the Japanese force 
should have been allowed to catch up 
with Group 1. If you use this alternative, 
place the Group 2 ships two hexes 
directly astern of Group 1 at the beginn¬ 
ing of the scenario. They will move at a 
speed of "4" to match the speed of 
Group 1. 

2. The U.S. forces should not have 
been concentrated at Surigao Straits. 
There was confusion between the U.S. 
Navy commands, and so the commander 
of the U.S. forces at Surigao Straits 
thought someone else was blocking the 
northern, San Bernadino Straits en¬ 
trance. The main force of the Japanese 
attack entered Leyte Gulf unmolested via 
San Bernardino Straits. The Americans 
were extremely lucky that the Japanese 
force of four battleships, eight cruisers 
and eleven destroyers did not destroy 
the critical Leyte landing site. If the 
American commander had known that 
Leyte was unprotected to the north, he 
would have left at least half of his force 
there. 

If this alternative is used, remove 
BBs 4 through 6 and Group 4 from the 
U.S. force. 


HISTORICAL OUTCOME: The Japanese 
battleship Fuso was hit and later sank 
because of a torpedo hit delivered by the 
destroyers at the entrance of Surigao 
Strait. The battleship Yamashiro was 
sunk by massive gunfire an hour later. 
The Mogami was heavily damaged in 
turn and retired. It later collided with the 
Nachi, and aircraft fire the next day sank 
it. Of the ships in Group 1, only the 
destroyer Shigure survived. 

Group 2 turned and left when the 
retreating Mogami and Shigure reached 
it. The light cruiser Abukuma was hit and 
slowed by a torpedo from a PT boat, and 
was sunk the next day by aircraft. 
American losses were almost nothing. 
Historically, Surigao was a disastrous 
defeat for the Japanese. The battle of 
Surigao Straits was the last battle be¬ 
tween battleships of opposing sides. ★ 
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PEOPLE’S 

POTPOURRI 

VARIANTS for PEOPLES WARGAMES 


by James E. Meldrum 

Task Force Games recently ac¬ 
quired the distribution rights for a line of 
historical wargames published by 
People's War Games of Oakland, Califor¬ 
nia. Most of these operational-level 
games deal with World War II battles on 
the Russian Front. However, there are 
also games simulating the invasion of 
Germany beginning with the capture of 
the city of Aachen, the fighting for 
Tobruk in North Africa, and even the Bat¬ 
tle of Tannenberg at the start of World 
War I. The majority of these games con¬ 
tain multiple scenarios; the designers 
didn't miss many tricks. Almost all of the 
situations or factors which could have 
affected the outcomes of these military 
actions have been simulated as either 
scenarios or variant rules. 

It is still possible, however, to 
squeeze a few extra scenarios out of 
these games or to correct a few minor 
inaccuracies. There is even a way to 
devise an experimental method which 
may be used to shorten the playing times 
of some of the campaign scenarios in 
games like Aachen ; Black Sea, Black 
Death and The Cossacks Are Coming. 

The variant material presented in 
this article is intended to complement 
specific games ih this series. All of the 
variant rules or scenarios given here will 
use existing game equipment and 
mechanics. For some of the variants, 
players will need to make extra units. 
This may be done by using appropriate¬ 
ly colored blank counters and fine-point 
felt tipped pens to copy the format of the 
original counters. 

With all of these games, in any 
situation where this variant material con¬ 
flicts with the original game rules, the 
rules from the original game will take 
priority when resolving rules conflicts. 
Each of the following sections contains 
all of the required rules or modifications 
for that particular variant. 

AACHEN VARIANTS 

^ ☆ ☆ ☆ ☆ 

Aachen deals with the capture of 
the city of Aachen, the first German city 
to fall to the U.S. Army in the autumn 
of 1944. Historically, the German Army 
had taken quite a beating since D-Day, 
and the Allies were also at the end of 
their logistical tether. Consequently, the 
U.S. attack bogged down as it approach¬ 
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ed Aachen, and the German counter¬ 
attack on the U.S. forces near Aachen 
was also ineffective. 

Suppose, however, that the German 
Army had not been as disorganized as it 
was historically. Assuming that German 
organization was intact, and that the 
Germans had been able to react more 
quickly, the German Army might have 
been able to mount either a defense or 
a much more effective counterattack. 
This situation may be simulated by mak¬ 
ing the following changes to the rules of 
the game: 

1. Do not withdraw any units of the 
353rd Infantry, 9th Panzer or 116th 
Panzer Divisions. 

2. All units of the following divisions 
arrive earlier than indicated in the game. 
They arrive at full strength, and at the 
locations specified in the original game: 
9th Panzer - 24 units, placed anywhere 
on map as initial units; 116th Panzer — 
24 units, enter play on the October 9 PM 
impulse; 3rd Panzer Grenadier — 20 
units, enter play on the October 11 AM 
impulse; all units of the 105th and 108th 
Panzer Brigades, as well as the 506th 
Tiger tank battalion, arrive one day 
earlier than indicated in the game, in the 
same impulse and at the same location. 

All other rules and victory condi¬ 
tions, etc, remain the same. 

^ ☆ ☆ ☆ ☆ 

As mentioned earlier in this article, 
the U.S. advance on Aachen bogged 
down because the U.S. forces arrived at 
the end of their supply lines. What would 
have happened if the U.S. Army's supply 
services could have matched the rate of 
the U.S. advance? To find out, have the 
U.S. player begin the game with 80 ar¬ 
tillery ammunition points. This option 
may also be played in conjunction with 
the previous variant dealing with earlier 
German reinforcements. 

^ ☆ ☆ ☆ ☆ 

As a further option, the U.S. player 
may make airstrikes beginning with the 
first game turn. This variant assumes 
that the Allies decided to breach the 
Westwall instead of making an airborne 
assault at Arnhem. This option may be 
played separately or combined with 
either or both of the two variants above. 


ft ft ft ☆ ft 

A fourth option, which may be used 
by either one or both players in any 
Aachen scenario, is free deployment. 
For this option, all players have to do is 
to deploy their units in any positions they 
wish as long as they begin the game 
deployed behind the starting positions 
given for each side in the scenario 
instructions. 


BLACK SEA, BLACK DEATH VARIANTS 

ft ☆ ☆ ☆ ☆ 

During the battle simulated in Black 
Sea, Black Death , the Soviet marines 
made a nighttime amphibious landing. 
Suppose that the Soviets tried to copy 
the U.S. Marine Corps and stormed 
ashore in a daylight landing supported by 
the guns of the Black Sea Fleet and 
guarded by the Red Airforce. How would 
such a landing have affected the out¬ 
come of the battle? 

The Russian player may find out by 
making a modified daytime amphibious 
landing assault as described in the rules 
section of the game on page 21 of the 
rulebook. Next, all available Soviet naval 
units must be placed within a three-hex 
radius of the landing site. All available 
Soviet aircraft must support the landing. 
As many German land units as possible 
within a five-hex radius of any landing 
site hex must be attacked by either air 
or naval bombardment. When this option 
is used, all Soviet air and naval units are 
always available. 

Another option is to play scenario 
two under daylight landing conditions. 
Players may add air and naval units at 
their discretion. 

ft ☆ ☆ ☆ ☆ 

In the game's historical notes, the 
designer indicates that the landings 
simulated in Black Sea, Black Death 
were essentially a shoe-string operation 
conducted with whatever men and 
equipment could be spared from other 
operations conducted by the Soviet 
Caucasus Army Group. This happened 
because other operations in southern 
Russia which were directed at the Ger¬ 
mans received a higher priority. If the 
Stavka had taken more care in planning 
the amphibious landings on the Black 
Sea coast, or had assigned these opera¬ 
tions a higher priority, more units and 
equipment might have been available for 
use by the landing forces. In order to 
simulate this possibility, use all units of 
the 90th Special Landing Regiment 

continued on next page 





Potpourri continued 

Tiarine paratroopers) as amphibious 
*orces in scenarios two and four. 

☆ ☆ ☆ ☆ ☆ 

Players who balk at using the airdrop 
ules suggested in Black Sea, Black 
Death may try using the airdrop rules 
; rom Kanev as a more reasonable 
method of conducting a parachute drop. 
Granted, this is also a make-shift solu¬ 
tion, but it surely beats throwing units 
onto the mapsheet. Naturally, any air¬ 
borne unit which lands in a sea hex is im¬ 
mediately eliminated. 

KANEV VARIANTS 

☆ ☆ ☆ ☆ ☆ 

Of all the games published to date 
by People's War Games, Kanev is pro¬ 
bably my favorite — mainly because of 
the topic; I had wanted to see a game 
done on this battle for a long time. 
However, the game is disappointing in 
one minor respect: there is no historical 
scenario covering the original airdrop and 
battle. Kanev, as published, allows 
players to simulate the battle as it could 
have been. 

I believe the Russians should be 
allowed to drop only two airborne 
brigades per turn in this game. This 
reduction better illustrates the incredible 
confusion and the lack of transport air¬ 
craft which crippled this Russian airborne 
operation. 

A historical scenario may be played 
using the Russian drop zones as given in 
Paul Carrel's book. Scorched Earth. 
When using this variant, drop all units of 
the 3rd Guards and 5th Guards Airborne 
Brigades on turn two and save the 1st 
Guards Airborne as the Russian airborne 
reserve. Drop zones are located in hexes 
1 521,061 5 and 9011. At least one air¬ 
borne brigade must land in or near each 
of these drop zones. 

☆ ☆ ☆ ☆ ☆ 

As a variant, the Soviet player could 

drop all three (1st, 3rd and 5th) Airborne 
Brigades on turn two and save the 4th 
Airborne Brigade as a reserve. This in¬ 
dicates the commitment of the Russian 
reserves and is probably the best effort 
the Soviets could have made under the 
circumstances. 

☆ ☆ ☆ ☆ ☆ 

What if the Russians were suffi¬ 
ciently organized, or had decided to 
make a grand, all-out effort to seize the 
Dneiper loop using their airborne forces? 
To simulate this possibility, make two 
extra drop zone counters, and then allow 
the Soviet player to drop all five airborne 


brigades in a single game turn. All other 
setups would remain the same. 

☆ ☆ ☆ ☆ ☆ 

Another twist may be added to 
Kanev by making additional drop zone 
counters, as described above, to serve 
as dummies. All drop zone counters 
(those from the game and the ones just 
made) are then placed inverted on the 
map. The original drop zone counters 
from the game are used in the normal 
manner, and the additional counters are 
dummies. When the Russian player 
wishes to use a specific drop zone, he 
activates it by simply flipping the cor¬ 
responding counter over. Airborne forces 
are then dropped normally in any ac¬ 
tivated drop zone(s). This variant was 
developed to act as a device to confuse 
the German player regarding the location 
of the next Russian airborne landing. 

☆ ☆ ☆ ☆ ☆ 

There is a remote possibility that the 
Soviets would have been able to make 
more widespread use of gliders in opera¬ 
tions like Kanev. If the Soviets had ac¬ 
tually had access to large numbers of 
gliders, Russian paratroopers would pro¬ 
bably not have scattered as badly as they 
did. This would have resulted in a more 
successful air landing. This possibility 
may be simulated by playing Kanev as 
usual, but considering all drop zones to 
have been placed by partitions on the 
turn prior to the air landing. All airborne 
operations are then considered to be air 
landings, and the appropriate rules are 
used. 


☆ ☆ ☆ ☆ ☆ 

One additional variant is to allow the 
Soviet player to use only one airborne 
brigade (of his choice) for the entire 
game. A possible rationale for this lack 
of participation on the part of Soviet air¬ 
borne forces is to introduce inclement 
flying weather. This would have forced 
a halt to all flying operations in the Kanev 
sector just after the beginning of the 
battle. 

All other airborne units would be 
used as conventional infantry. All Soviet 
forces used as airborne forces in this 
variant must drop on the first day of the 
action (turns one through three). This 
variant will allow players to see how well 
the 3rd Guards Tank Army would have 
been able to conduct a river crossing 
operation with minimal airborne 
assistance. 

TO THE WOLF'S LAIR VARIANTS 

☆ ☆ ☆ ☆ ☆ 

To The Wolf's Lair simulates the 
Soviet invasion of East Prussia at the 


start of the last year of World War II. 
Once the Russian Armies pushed across 
the Prussian border, the fighting became 
unbelievably ferocious. This resulted in 
even higher casualties for both sides. 

In the game's introduction, the 
designer states that the Russian Infan¬ 
try corps were badly under strength, and 
that many reinforcements received by 
the Red Army came from rear area per¬ 
sonnel, recently released POWs or con¬ 
scripts from the "liberated territories." 

For one reason or another, the 
Soviets might have decided either to 
direct the main offensive at Berlin, or that 
the personnel were simply not available. 
Players may simulate a shortage of 
Soviet manpower by setting up the in¬ 
fantry units of all Soviet Army forma¬ 
tions except the divisions of the 2nd 
Shock, 49th and 5th Guards Tank 
Armies (which begin the game at full 
strength) at a reduced strength. All 
Soviet infantry formations other than 
those listed above begin the game reduc¬ 
ed by two steps of strength. If this 
reduction would cause the elimination of 
any unit, this rule is ignored and the unit 
in question may begin the game at full 
strength. This variant may be used with 
any scenario. 

☆ ☆ ☆ ☆ ☆ 

Another possibility for a variant is to 
allow the participation of Soviet airborne 
forces in the invasion. East Prussia con¬ 
tained Hitler's eastern headquarters — 
an inviting target for either a comman¬ 
do raid or an airborne attack — and 
Soviet forces were close enough that 
there would be a possibility of a suc¬ 
cessful escape by any Soviet 
paratroopers who participated in the 
raid. 

Players who own both Kanev and 
To The Wolf'S Lair may simulate a 
hypothetical military action of this nature 
by using the airborne units and airdrop 
rules (with modifications) from Kanev in 
conjunction with To The Wolf's Lair. 
First, the Soviet player must take one 
parachute or glider battalion from each 
of the airborne brigades in Kanev. This 
battalion now represents an entire 
brigade for game purposes. These air¬ 
borne brigades have no barrage factor, 
and the indicated movement allowance 
is ignored. The units move as do the 
other units in To The Wolf's Lair. 

The Soviet player conducts airdrops 
exactly as in Kanev, with the exception 
that the farthest an airborne unit may 
scatter is into a hex adjacent to the drop 
zone. The reason for this is probably self- 
evident, considering the difference in 
scale between the two mapsheets. Air 
landings may be conducted on any game 
turn in which Soviet air operations are 
permitted. 

continued on next page 
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Potpourri continued 

☆ ☆ ☆ ☆ ☆ 

If players wish, they may create a 
Fuehrer Headquarters unit (FHQ) 
representing aids and any of the main 
personalities in the Nazi government 
who might have been in East Prussia at 
the time of the invasion. This unit is plac¬ 
ed in the Wo/fsschaanze hex, and may 
neither attack nor move unless it is 
stacked with the Fuehrer escort brigade, 
which is represented by the 102/4A 
Panzer Brigade for game purposes. The 
Fuehrer escort brigade is always placed 
in or adjacent to the Wo/fsschaanze hex. 
This is the only unit which may transport 
the FHQ unit. This is done by stacking 
the two units and then conducting move¬ 
ment in the normal manner. If the FHQ 
unit is captured (by stacking with a 
Soviet unit) or is destroyed in combat, 
the Soviet player immediately receives 
50 victory points. 

☆ ☆ ☆ ☆ ☆ 

Also mentioned in the game's in¬ 
troduction is the fact that the German 
fortifications built in the 1920s had been 
stripped of the emplaced artillery. Sup¬ 
pose that the artillery had never been 
removed, and that these fortifications 
were fully manned and supplied. What 
would have happened? 

Players may answer this question by 
making 20 additional 6-5-3-(1) fortress 
garrison counters and an equal number 
of anti-tank units. These extra units are 
then deployed anywhere behind fortified 
hexsides, and are also governed by all 
rules affecting fortress units. 


THE COSSACKS ARE COMING 
VARIANTS 

☆ ☆ ☆ ☆ ☆ 

This variant allows players who own 
copies of both The Cossacks Are Com¬ 
ing and To The Wolf's Lair to use the 
naval units from To The Wolf's Lair in 
The Cossacks Are Coming. Presumably, 
if Koenigsburg or any of the ports or 
naval bases on the Baltic had been 
seriously threatened by Russian Army 
units, the Imperial German Fleet would 
have made several naval units available 
for naval gunfire support. 

During any scenario of The 
Cossacks Are Coming , both German 
naval units from To The Wolf's Lair will 
appear in Frisches Bay during the rein¬ 
forcement phase of the turn after any 
Russian units advance to within eight 
hexes of Pillau, Danzig or Koenigsburg. 
Both of these units are treated as though 
they were artillery units with a barrage 
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strength of 15, a range of four hexes and 
a movement allowance of six. Both naval 
units are always in supply. Imperial Ger¬ 
man naval units may conduct barrages 
against any Russian unit which is within 
range and is also either a) occupying a 
coastal hex, or b) adjacent to a German 
unit. 


☆ ☆ ☆ ☆ ☆ 

One extremely obvious variant is to 
try playing The Cossacks Are Coming 
without the German west front rein¬ 
forcements. This may be done by simp¬ 
ly not replacing the Von Prittwitz 
counter. Consequently, the German 
west front reinforcements will not arrive. 


EXPERIMENTAL QUICK-PLAY 
VARIANTS 

Many wargamers, including me, are 
limited by both the amount of space in 
which to set up a game and, to a much 
larger degree, the time in which to play 
a game to its conclusion. Consequent¬ 
ly, I would like to introduce an ex¬ 
perimental group of rules intended for 
use with some of the games from Peo¬ 
ple's War Games to reduce playing time, 
especially with some of the longer 
scenarios or campaign games. 

Several of the games from People's 
War Games were designed to simulate 
a specific battle or campaign in great 
detail, using multiple impulse game 
turns. This is all well and good for those 
who have the time to play the games in 
this manner. 

The use of these variant rules will 
reduce the number of impulses per turn, 
but might also cause some time com¬ 
pression. Units may behave as though 
they were moving in a series of quick 
jumps. Still, players who wish to hurry 
the game along should try using these 
quick-play variants. 


BLACK SEA, BLACK DEATH 

When playing scenarios three and 
four of Black Sea, Black Death, omit the 
second impulse from all turn sections 
(AM, PM and Night). All movement 
allowances are then doubled. All step 
losses in combat are doubled as well, 
and all retreats are increased by a factor 
of one and a half. For example, a unit 
which is required to retreat four hexes 
under normal conditions would now' 
retreat six hexes instead (4x1.5 = 6). 

Strategic movement occurs normal¬ 
ly, but neither player may take a limited 
impulse. Recovery phases occur normal¬ 
ly. Play continues for the normal number 
of game turns, and the victory condi¬ 
tions, reinforcement schedule, etc, all re¬ 
main unchanged. When the quick-play 


variant is used, initiative should be deter¬ 
mined by a die roll. 

AACHEN 

When playing any scenario from 
Aachen, omit the second impulse from 
all turn sections (AM, PM and Night) and 
increase the movement allowances for 
ail units to 20 movement points. All com¬ 
bat losses are doubled, and all retreats 
are increased by a factor of one and a 
half, as described above. All rules gover¬ 
ning recovery phases, victory conditions, 
reinforcement schedules, etc, remain 
unchanged. 

However, the rules concerning in¬ 
itiative challenges are changed for this 
quick-play variant. Initiative is now deter¬ 
mined at the beginning of the AM turn 
section, and no further initiative deter¬ 
mination or changes are made for the re¬ 
mainder of the game turn. When conduc¬ 
ting combat, ammunition consumption 
rates for both sides are doubled. 

THE COSSACKS ARE COMING 

The following experimental quick- 
play rules are intended primarily for use 
with scenarios five and six. I am certain 
that many players would like to play 
these campaign games to conclusion in 
a day or a day and an evening rather than 
over a period of several days. 

Play may be accelerated by having 
each game turn consist of only one im¬ 
pulse. This means that each impulse 
would represent one week of actual 
time. Movement would be 14 movement 
points for all units, and countermove¬ 
ment would be seven movement points. 
All combat results for both barrage and 
fire combat are doubled. Supply ranges 
for all units are increased by a factor of 
one and a half. Ammunition consump¬ 
tion for all units is doubled. All other 
rules, etc, remain unchanged. 

An alternative which would speed 
up play but might cause fewer problems 
with the game system is for both players 
to agree to play only three-day impulses 
and ignore the seventh day. For this pur¬ 
pose, each game-week would consist of 
only two impulses per week. All other 
rules remain unchanged. 


I hope you have as much fun with 
these variants as I had researching and 
designing them. Remember that the 
quick-play rules are strictly experimen¬ 
tal, and that there may be some pro¬ 
blems that need to be ironed out since 
they are a re-design of the existing game 
system. These rules, however, provide 
at least a starting point for further 
development. ★ 
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